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"Seconds out!!! Round one and Slugger 5am

_comes out swinging, looking for that killer
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£6°95
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for around the £200 mark magazine but depending on
This brings Commodore's the Price it could make
Gnmmudnra’a l-:]:lffmi:an.l rice of the C quite a tgmd “Plug in and
h £0'' system.
wﬂ&kﬂnd Break of . &n The last offer ig gnln,g to
be thruulgh mail order only
News hasg Just reached us i and is for existing Com-
about a gepieg of offers | C tl modore 64
modore. The fipst can be bought for as
‘bag’ offer com. low asg £150, but the going
Prising of & Commodore 64, rate ig around £17s.
a ta eck, a copy of Inter- The Plug,/4 also d
national Soe »8nd 2 or 3

&'ﬂght‘.a in a hotel fop two., Oodore 128 ig

mm
NOW set for g September
launch, Pricing is gtjy]
unknown but is expected
be around £250-£300.
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Quake-1
In Quake-1 (B

release under
label)
the robot liberation front
from taking over the world.

The crank terrorist

ond’s latest
e Monolith

destroy the Titan power
station complex and trlgqgr
off a massive earthquake
which will paralyse the in-
dustrial nations allowing
the RLF to seize power.

The Titan complex is a
huge power station situated
deep in the Atlantic ocean
where it draws power direct
from the Earth's core. It is
controlled by five com-

uters called Hermes, Zeus,
oseidon, Vulean and Aras.

When the game begins
you control only Hermes
and have ten hours to seize
the others from the RLF. At
your disposal you have 25
armed mobiles with which
you do battle.

The screenshot shows
the display from just one
mobile. The top half of the
sergen shows the view of
t.e Titan landscape which

' shows a selection of the

buildings that form the
complex. These include
¥nergisers and fueltanks to
refuel your mobile, fac-
tories to repair them along
with bunkers, magnetrons,
gquake suppressors, cooli
dromes, T and contro
mra. ?ﬂp ring a ﬂqnt.t‘rrg%
T W Ve you con

Oover a maf secaon and all
it contains. However, as

ou can see from the map
ﬂa the bottom lefthand cor-
ner of the screen there are
an awful lot of roads sec-
‘tions to capture.

shows the fuel and ener
levels of the mobile, 8

ou have to prevent .

organisation plans to

The rest of the screen.

amount of damage it has
sustained and the weapons
available to that mobile.

Each mobile has one or
more weapons systems
which include mines,
torpedos, missile pods,
ironic blasters, lasers and
shock shields.

The next tranamission of
Computer Gamer will con-
tain an exclusive indepth
review of this giant, real-
time action game.

Quake-1 was written by
Mike SBingleton who is also
working on the third part
of his Lords of Midnight
trilogy titled Eye of the
Moon. :

Eye of the Moon

This mammoth climax of
the trilogy contains 16,000
locations and some 131,000
views. :

It will be set in the land
of Bloodmarch which lies to
the south of Midnight.
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In the game you must
hﬂlg Morkin or Tarathiel
find the Eye of the Moon
which i8 a magical jewsl
which can lock into the
future and so help him save
the Land.

Mike B8ingleton has
taken the ﬂpp-:}rtunitiy to
extend the features of the

ame from the original
rds of Midnight. For ex-
ample, Eye features a new
systemn called Randscapin
by which every tree an
mountain 1is unique
creating a unique view for
each location.

The game also contains
256 characters, each with a
different face which were
created from the identikit
pictured in the screenshot.

Some of these characters
magical abilities rang-
ing from weather control to
terrain ch g. Indeed,
one of the ob that you
require is surrounded by
mountains and the only
way that you can get at is is

by enl the aid of the
aracter t can flatten
mountains.

Beyond hope to have the
memory to include a facili-
ty, by which two players
can play the gamse
gimultaneously on two
Spectrums. Une player
would take the role of
Morkin, the other
Tarathiel, and would both
play in the same game with
the Spectrums c¢com-
municating via a oassette
lead.

The Eye of the Moon will

be available from Beyond in
iﬂ mber.

July will see the relsase
of a Lords of a Midnight
spinoff called Elindor. It is
a landscaped adventure
which features a 750
vocabulary and animated

ra.i)hic:n. The sorean
gmpa:,r will be split into 3
parts. The middle section
shows an animated view of
the location you are in. For
example if you are indoors
and open a window you will
be able to see the landscape
through it. 8hould a storm
blow up, then the sky will
darken and lightening will
flash. :

The top of the screen is
for text input which ac-
cepts phrases such as
“‘meet you at noon'' and the
reply and details of the
location will a?pua.r in the
bottom third of the screen.

The ga.ssa.g& of time is
shown by the sun or moon
travelling across the sky as
well as by a skull that rises
from a fire. When the skull
is at its highest then the ar-
mies of the dead walk the
land. {

Unlike Midnight, where
you are forced to sleep at
night, you can continue
Eiuur quest in darkness.

owever you will quickly
tire and once you sleep you
can't control when you
walke. If you wake at all!
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Swords and
Sorcery

Two and a half years in the
making and a year late, PSS
are a last about to launch,
Swords and Sorcery. This
much awaited game has
cost £50,000 to develop and
is a real time, roleplaying,
arcade adventure.

The game consists of a 4
level dungeon each contin-
ing 100 rooms packed with
monsters, tricks, devious
traps and treasures.

layers will enter the
dungeon as a novice with
only limited magical and
fighting abilities but as you
progress through the game
your powers will increase

The screen display will
show a 3D view of rooms
and their contents along
with a map of part of the

- ! k rRL1 |
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current level, a message
scroll and a series of nested
duckshoot menus from
which vou can enter com-
mands quickly with a

Jjoystick.
For example, if you
select MAGI from the

master duckshoot menu
this leads you to a submenu
from which yvou can choose
from your list of spells. You
can even store two phrases
such as ‘‘Surrender or
Die!” with which to greet
the games characters that
yvou will encounter. .
The object of the game is

to collect and assemble the
ieces of the lost armour of
ob, which is scattered
throughout the four levels.
Swords and Sorcery has
been created using a pro-
Framming system Known
as midas which means that

a 8eries of expansion
modules will soon be
available into which you
can transfer your original
character.

Swords and Sorcery will
be available from PSS in
Commodore 64 and Spec-
trum versions for £9.95.

Ocean'’s
Hypersports

Hypersport's is the first of
a series of Konami arcade
%a.mes to be converted by
cean for the BSpectrum,
C64 and Amstrad com-
uters for release under the
magine label.
This multi sports
simulation is reviewed in-

side and will be followed in
the coming month's by
“Konami’'s Tennis'', “'Yie
Ar Kung-fu', “"Hyper Ral-
ly*'', and "“"Konami's Golf"'.
Two further arcade
ames, ‘Mike' and "'Comic
akery'' are scheduled for
release in November and
December,
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number of land observation
points to track the incom-

Battle of Britain

ing enemy. Then its
P88 are soon to release a ‘‘scramblel’ and the battle
me based on the battle of begins.

ritain.

In this, the third of their
Warmaster series, players
defend the south of
England from the attacking
Luftwaffe.

At their disposal the
have a maximum of 18 RA
squadrons as well as 13
radar stations and a

he playver can’'t tell the
number or type of incom-
ing aireraft until they are
angaged which then leads
the game into one of its ac-
tion games. Here you gee
the view from a Spitfire and
must shoot down opposing
aircraft. You only get 30

geconds o make your first - :
“kill” and if yvou're suec-;

cassful you get bonus time
for further attacks. Your
akill in this stage will affect
the outcome of the battles,
as in Theatre Europs.

The other action screens
find you manning anti-
airerait guns as you at-
tempt to shoot down the
German planes as they at-
tack either one of the nine
airbases or the sixteen
towns and cities that are
shown on the map.

The game covers only
one day of the battle but
since the program contains
the required data vou can
either continue the cam-
paign or choose a specific
day for an easy or more dif-
ficult gams.

Battle of Britain will be
available for the Com-
modore 64, Spectrum, Atari
and Amstrad computers
and will cost £8.95.

VEWs
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Computer Gamer and
Argus Press software are
teaming up to offer you the
prize of a lifetime — & a
chance to meet Paul Mec-
Cartney.

The winner will enjoy an
all expenses trip to London
when they will visit Paul in
his London studios and
teach him how to play the

ame that features him —
ive My Regards to Broad
Street.

There will also be
runners-up prizes of six
coples of the Broadstreet
album, six copies of the
video and 50 prizes of £10
worth of software f{rom
Argus Press SBoftware's cur-
rent range.

O
O

I
i

How to Enter

All you have to do to enter
this fantastic competition,
is prove that you could
teach Paul, to play the
Broadstreet game.

To do this, simply
answer the six questions
below which test your
knowledge of the game.
Then write your answers
on a sheet of paper and in-
clude it with the coupon
below and send it to:

Computer Gamer, (McCart-
ney Competition)

No.1 Golden Square,
London W1R 3AB.

All entries must reach us
by the 8th of August.
If you haven't already

g o =
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got a copy of the game then
gc}u can get a £1 discount

simply using the special
offer coupon.

The Questions

1) How many people are
there in the game?

2) What make of car does
Paul drive in the game?

3) Where do you go once
you've collected the miss-
ing notes?

4) What tube station does
George Martin come out
after landing at Heathrow?
5) In the game, which tube
station shows you the
Tower of London?

6) Which tube station do
you go to, to visit the Old
Justice Pub?

S ———— — [ p—e————— T ¥ Lk
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I enclose a cheque/postal order for&. . . ... ..

£1 off “‘Give My Regards to
Broadstreet''.

To take advantage of this
offer simply fill in this
coupon and send it fto:
Broadstreet offer, APS,

Liberty House, 222 Regent

Name . .

Computer Gamer (MeCartney) Competition, J
1 Golden Square, London W1R SAB

Address ........

L—_--- -

Street, London W1E 70B
Tick as required.
Spectrum version (RRP
£7.099) £6.09[ ] -
Commodore 64 version
(RRP £7.99) £6.99[ ]

- - — —ﬂﬂ------r———J
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Your Digh atoPe 8. . .. o i e e e e s e ]

What time of day did you finish. . . ... ... !;

The last station S8andra went throughwas. . . .......... / I

BRI . - i e A e T J 51
]

B iy . e e ]
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DOMARK
presents

" AVIEWRAKILL

THE (COMPUTER (FJAME

YOU will become
James Bond
in his first arcade/adventure
available on
Spectrum 48K, Commodore 64,

Enterprise 64

and watch out for

Amstrad, MSX and others

£ Eon Productions Lid. Glidrose Publications Ltd. 1985
Somark Lid., 204 Worple Road, London SW20 BPN. Tel: 01-947 5624 Telex: 894475 G

— . T —— — — T — —

Yl B
ORDER YOUR COPY NOW! ud |

CALL 01-947 5624

To: Domark Ltd., 204 Worple Road,
London SW20 BPN

DOMARK Telex: 894475 G

DR SR LTI e R T SRS T
ADDRESS.............. e e T e e A MRS Bl i o S
L 8 G R R e e ool AR e MRS v 6 ¢ R e,

FPlease sendme ........... s copies of “A View to a Kill - The Computer Game"
at £10.99 (includes postage and packing).

O L ORI L JOE . i it riiminnt mrnsia s s ik ks st
My computer is. ....................

You may order by Access [J visa [J American Express ] by post or
telephone (01-947 5624).
Please debit my CREDIT CARD []

secount ot [T T T T T T T T T T T T TTTTT]
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Spectrum Top 10

BBC Top 10

Amstrad Top 10

Commodore 64 Top 10
Atari Top 10

Gompiled by Gallup for the indusiry's weakly trads magasins, Computer and Seftwars
Restalling. For dstails contact John Serrentl, Computer and Sofiwarg Retailing, Libarty
Houss, 328 Regent Strest, London WIE TDE. 01-434 2131,

/
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CHRYSALIS...

Super smooth full colour classic arcade action.

BBC..-£7.95 Electron...£7.95
MSX.. £6.95 Spectrum...£5.95

FRANKENSTEIN

G- E v Multi-screen fantasy micro voyage through
monsters body. BBC...E7.95 MSX...£6.95

Spectrum...£5.95 Amstrad...£6.95
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CONTRAPTION... CAVEMAN CAPERS ..
Zany Hi-res all action arcade extravaganza Addictive smooth scrolling fast action arcade tun.
BBC...£7.95 Electron...£7.95 MSX...£6.95 Spectrum...£5.95 BBC...£7.95 Electron...£7.95 MSX.. . £6.95 Spectrum...£5.95

Avallable from most major stockists, I

all good computer shops 2
ot direct from us. i 3 .

To order direct from us: W .{‘ .

Send cheque or P.0. payable _ b !

to ICON or quote your

ﬁce No. .
tnel SOFTWARE
Tel: (091) 2846966 65 HIGH STREET, GOSFORTH,

- e

TYNE & WEAR, NE3 4AA.



Bond has at last burst onto
the computer screen. Tony
Hetherington takes an indepth
look at A View to A Kill.

“My name’'s Bond, James
Bond''. At last the hero of
British intelligence has
burst onto the computer
SCTeen.

His first computer
adventure is based on the
current Bond film “'A View
to a Kill"', and like the real
thing, the game is a big
production.

It was originally
designed by Tigress
Marketing and was
programmed by Softstone.
The game is accompanied
by the Bond theme which
was digitised by Tony
Crowther. Last but not
least. the whole project was
co-ordinated and the game
sold by Domark, the

company who brought you
Eureka.

The game begins with
the usual sequence of Bond
walking across the screen,
framed in a gunsight, but
just in time he turns and
shoots, then blood covers
the screen. All this 18
accompanied by Crowther’s
version of the Bond theme
which is impressive on the
64 version but only a

recognisable series of
bleeps on the Spectrum.
The program actually
consists of three separate
ames based on parts of the
ilm. The first finds Bond
racing a car around Paris
while tracking the evil
Mayday who is descending

COMPUTER GAMER JULY 1985

from the Eiffel Tower Dby
parachute. In part &, Bond
and his girl, Stacy, try and
escape from the burning
San Fransisco® city hall.
Finally in part three Bond
descends into a mine shaft
to disarm the bomb planted
by the villain who plans to
trigger the BSan Andreas
fault. This would then
destroy Silicon Valley
making him the world's
major microchip
manufacturer

After parts 1 and 2, you
are given a code which
reflects your performance
in that section. This is then
fed into the next part and
the action continues. This
means that you don't have
to perfect one part before
{[c:-u can practise the others.

owever it does mean that
you can’t actually finish
the game because you will
be without some piece of
vital equipment or have
insufficient time to find
and disarm the bomb in the
mineshaft
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Paris

The Paris module of the
game is a Broadstreet styls,
car maze game in which
vou have to track Mayday
to one of 16 possible lan-
ding positions.

The scresnshot shows
how the display is divided
into five areas. The bottom
of the screen has a plan
view of the area of Paris
you are currently in. The
corresponding A0 view is
shown above it. In between
the two, are you car s con-
tols, including a steering
wheel that turns as you do,
a speadometer and a real
time clock.

To the left of the 3D view
iz a tracking device that
shows Mayday's height
andto the right a display
showing the amount of
damage the car has sustain-
ad.

Luckily, Mayday gives
you a sporting chance to
cateh her as she circles the
Tower before drifting off
towards her destination.
This gives you a chance to
get into the centre of the
road ready for the pursuit.
This is important for if you
drive too close to a wall,
you'll find it difficult to
turn corners which will
halt your pursuit.

To add to your problems
you will have to avoid
numerous dead ends and
the local police.

A few mapping excur-
gions will soon locate the

City Hall

City Hall is a full blown
arcade adventure which
would quite easily stand as
a game on its own.

You are trapped in the
city hall, and have tO rescue
the girl, before the fire that
is spreading, engulfs you
both. Again the screen is
gplit into areas with the top
left window showing the
room you are in. Below this
ieg a picture of city hall
showing its windows and
the fire which starts in the
top lefthand window. Your
own location is shown by
the window that is shaded.

To the right of the room
display is the date and time
displays and above them
the command and object
duckshoots.

These are operated either
under joystick or keyboard
control and decide your ac-
tions in the game.

Using the command
duckshoot you can select
actions such as Examine,

Use and Give. The objects
that you collect and use are
stored in boxes in the other
duckshoot and can be
scrolled into view when re-
quired.

For example to pick up
an object that you find in
the game, simply move
Bond to it then select the
duckshoots by pressing the
fire button (or correspon-
ding key). When you select
‘‘Bxamine'’ a picture of the
object will be displayed in
the object display. Then by
simply pressing the fire
button the object is picked
up and stored for later use.

It is important that you
learn to use this quickly
and efficiently as you can't
afford to waste any time.

Your first problem is the
fire. You can slow down the
rate at which it spreads, by
finding water buckaets
which you throw on the
floor in the next room to be
consumed. You may also
find a fountain from which
you can refill the buckets.

However this will only

COMPUTER GAMER JULY 1985

s8low its progress and
before you have any chance
to escape, you will have to
find some way to put it out
The dynamite strewn
throughout the building is
certainly not the answer as
if it is left to near the
flames, it will explode,
spreading the fire even
more. Consequently you
should ferry this away to
relative safety. Whateaver
you do, don't be caught to
near the flames holding
dynamite or they'll be look
ing for the next Bond.
You'll know when
you're close to the fire
because you'll slow down
dramatically until you're
overcome by heat. The
room temperature is also
digplayed on the leithand
side of the screen but I
found that I was too busy to
ke%:u an eye on that.
bviously all this frantic
activity takes its toll on you
and so you will need some
refreshment. This you will
find in the form of a drinks
machine and you're left

InDEPIH

part of the map to avoid
whereas the police pose a
more difficult problem,

These will pursue you if
you exceed the speed limit
or go down a one-way street
in the wrong direction. Un-
fortunately, you will have
to do just that in order to
capture Mayday.

There are two types of
police car, white and red
The white cars shouldn't
pose to many problems. If
they get in your way they
can be quickly despatched
by a couple of shots from
yvour Walter PP45. The red
cars are another story.
Some of them possess
remarkable acceleration
and the best advice is to ig-
nore them. At best they
push you to close to a wall,
making it difficult to turn
or worst they will pen you
in, ending yvour chance of
completing the game.

I found Paris to be the
easiest part of the game and
was confident that I had a
good code with which to
entar city hall.

with the problem of how to
get into it. There are a
number of ways to do this
but the only clue I'll give

®*you, is that crime doesn't

pay.

Before you tackle such
problems you will have to
navi%ate the rather tricky
problem of getting around
the place. This is difficult
gince most doors require
gither a key or security
pass which the staff of city
hall have hidden in the
most unlikely places. Then
again, if you find a door
without a key or pass that
fits you can also adopt for
the subtle approach and
shoot the lock off

Be careful with this tac-
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tie, for as in the best films,
you only have a limited
number of bullets.

Finally in your travels
you should also find the
combination to a safe,
numbers that form the
security code to get you
out, Stacy, and an itemn that
will help you find the bomb
in the final part of the
game.

The Mine

This the third and final
part of the game, was ob-
viously inspired by the ex-
cellent Impossible Mission.
Bond runs (footsteps echo-
ing), jumps and falls
around the disused mine
where the bomb is planted.
Your first priority is to
collect some vital equip-
ment that will help you
find, the now converted
Mayday, before you both
try and disarm the bomb.
The most useful gizmo
you will find is a rope com-
plete with a grappling hook
which can tgEH: you out of a
number of tricky situa-

lies in the map of the mine
butI didn’'t know what that
meant either,

During your travels you
will collect a number of ob-
jects including planks of
wood, rope, handles and
sticks of dynamite.

Dynamite when properly
lit is extremely useful in
this part of the game as it

tions. The mine consists of
a number of caverns and
platforms dug out of the
rock, punctuated by lifts
and ropes.

Mapping this is a major
task, but an important step
to solving the game.

Again the screen has two
duckshoots but this time
they contain useful ecom-
mands such as CALL LIFT
and WINCH UP and WINCH
DOWN.

The two winch com-
mands are used to lower
you down the shaft that
contains the bomb but
Eefﬂre that you have a lot to

0.

For example you need to
find something to be wineh-
ad down in, Mayday to do
the winching and the code
that will disarm the bomb
once you get there.

This is in the form of
numbers scattered about
the mine but once you find
them, you still have to
work out the order in
whieh to input them. Ap-
parently, the clue to this

can blowup sections of rock
to allow access to other
parts of the mine.

As In the other two sec-
tions of the game the screen
contains a real time clock
but in this instant, this will
change to a time to detona-
tion, when you find May-
day as she knows when the
bomb's set to explode.

However it will take
most players many hours
to get to this stage as you
have to learn how to get
around the mine without
too many uncontrolled
plummets.

Luckily Bond always
lands on his head and so
recovers, however vital
seconds will have been lost.

npEPrn

You should take advan-
tage of the ability to scroll
the screen down (by
pushing down on the
joystick) to look before you
leap. It is also worth climb-
ing up your portable rope
to scout around for useful
objects.

To succeed you will have
to be an incredibly agile
Bond and perform feats
more associated with In-
diana Jones. I would have
E{eferr'ed to take the Roger

oore option and send in a
stunt man to do it for me.
Unfortunately they all
gaam to be fully booked and
so I'll have to persevere.
Perhaps someday I'll finish
the game unscathed, until
then, ‘‘Geronimol'’ —
“AAAGH!"

Conclusions

A View to a Kill consists of
three distinet games linked
only by a code that is
awarded to you in one part
and passed on to the next,
Only when you perfect all
three parts will you com-
plete the game.

I found Paris to be the
most disappointing section
but since it is fairly easy to
golve it shouldn't hold you
up for too long.
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In comparison, City Hall
and The Mine are good
enought to stand on their
own. Consequently the in-
clusion of them both, make
the game excellent walue
for money.

I found the duckshoots
easy to use and seeing the
commands available, gave
me some much needed
pointers early on.

The graphiecs, particular-
ly the animation, are excep-
tional and even the scenes
in the mine scrolled
smoothly on the Spectrum
version.

The whole package is
completed by the inclusion
of the opening sequence
and the Bond theme.

All in all, a thoroughly
enjoyable game and all 1
want to know is when will
Bond be back?

A View to a Kill is
available from Domark for
£10.99 in Spectrum, C64
and Enterprise versions.
These will soon be followed
by conversions for Amstrad
and MSX computers.
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.~ MORE
| GAMES
THAN THE
" OLYMPICS

j is
part

; all

01mn-

the IN - ABYSS - ADVENTURE QUEST - AGENT USA - AIR TRAFFIC CONTROL - AMERICAN FOOTBALL - ANT ATTACK - AUTOMANIA - AVALON - AVIATOR - BATTLECARS - BEAC
bon - BLAGGER - BLOCKBUSTERS - BLUE MAX - BOILER HOUSE - BOULDER DASH - BRAINSTORM - BRAXX BLUFF - BRUCE LEE - BYTE - CAMELOT - CASTLE OF TERRO
y to ENAME MAT - DALEY THOMPSON'S DECATHLON - DETECTIVE - DIGGER DAN - DOOMDARK 'S REVENGE - DRAGON FIRE : DRELBS - DUNGEON ADVENTURE - EDDIE KII
you CHALLENGE - ELITE - EPREKA - FIGHTER PILOT - FIREQUEST - FLAK - FOOTBALL MANAGER - GHOSTBUSTERS - GIFT FROM THE GODS - GOLD RUSH - GRAND PRIX DRIV
ZLER - HIGH NOON - HOT DOT SPOTTER * HULK + IMPOSSIBLE MISSION « INTERDICTOR PILOT - JACK & THE BEANSTALK - JASPER - JET SET WILLY - JETPAC - JINN GENI
HTLORE - KOKOTONI WILF - LEGIOMNAIRE - LEMMING SYNDROME - LORDS OF MIDNIGHT - MANIC MINER - MASTERMINDY - MATCH DAY - MATCH POINT - MOLAR MAL
N PATROL - MR ROBOT - M5 PAC MAN - MUGSY - MUSIC MACHINE - MUTANT MONTY - MYCHESS 11 - NATO COMMANDER - NOMAD OF TIME - OLYMPICS 84 - ORIO!
PAN - PIPE LINE - PLOP - POGO - POLE POSITION - POSITRON - PYJAMARAMA - QUANGO - QUIZMASTER - RAID OVER MOSCOW - RATTLER - REDCOATS - RETURN .
- RIVER RAID - ROBBER - ROBOTRON 2084 - ROLAND GOES DIGGING - SABRE WULF - SAGA OF ERIC THE VIKING - SCRABBLE - SCUBBER DIVE - SHEER PANIC - SHERLOC
OF THE LINE : SHOOT THE RAPIDS - SKOOL DAZE - SKULL - SMUGGLER - SNOOKER - SNOWBALL - SOFTWARE STAR ' SON OF BLAGGER - SPACE SHUTTLE - SPELLBOUT
GED * SPIDER-MAN - SPIRIT OF THE STONES - SPITFIRE ACE - SPY HUNTER - STAFF OF KARNATH - STAR TRADER - STAR TREK ADVENTURE - STAR WARRIOR - STELLAR
DAVIS SNOOKER - STOP THE EXPRESS - STRIP POKER® SUICIDE EXPRESS - SULTAN'S MAZE - SWAG - TALES OF THE ARABIAN NIGHTS - TECHNICIAN TED - TEST MATC
ALACTIC PLAGUE - THE GREAT SPACE RACE - THE THINKER - TIR NA NOG - TRANSYLVANIAN TOWER - UGH! - VIZAWRITE 64 - WANTED MONTY MOLE - WEATH
R - WHITE LIGHTNING - WILD WORDS - WIZARD OF WOR - XAVIOR - ZAGA MISSION - ZARM - ZAXXON - ZEN]J1 - ZODIAC MASTER - ZOOM PASCAL - ZORK 11 - ZORK

UMNER GARMES IT NOW RYAILABLE ON DISC FOR L&Y £35.95

e | When you are looking for the best games in town look no
e | further than Software City.
E Even if you are just browsing we’ll be happy to show you
o | the selection of great games we have to offer.
lod | We stock software for Spectrum, Commodore 64, Atari,
E | BBC Electron, Amstrad, MSX, Apple and IBM machines,
- or we will order if you cannot find the program on the
e | shelf.
1y
! fowaste

is

for
264

TiE,

R THE UK’S NO.1 SOFTWARE DEALER LIMITED
382 Kings Road Chelsea SW3 01 352 9220

14 Thames Street Kingston-on-Thames Surrey 01 541 4911

rl 47 Cheap Street Newbury Berkshire 0635 31696
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You could win an £100 soft-
ware spending in the Virgin
Games Centre in our search
to find the champion Mule
player.

MULE. is a curious
mix of both arcade and
gstrategy that attracts all
kinde of games players and
was featured in an indepth
review in last mont
Gamer. It was written by
an American software
house, Electronic Arts but
is sold in PBritain by
Ariolasoft in both cassette
and disk wversions for the
Commodore 64 and Atari
computers.

One night in April four

figures met to do battle to
become the Computer
Gamer M.U.L.E. cham-
ions. The plﬁ.j:’ers were
live Brown riolasoft),
Dave Bishop (Tigress
Marketing and Gamer con-
tributor), Jeff Minter
(Llamasoft) and Tony
Hetherington (Gamer's il-
lustrious Editor). After a
keenly fought and often
dirty battle Dave Bishop
and Tony Hetherington
gsurvived to fight again as
Gamers champions.

Now we are looking for
six challengers to take on

our champions in a
knockout tournament to be
held in Ariolasoft's offices
in the centre of London.

The winner will be able
to celebrate in a £100 spen-
ding spree in the Virgin
Games Centre in Oxford
Street. Although nobody
will go home empty hand
ed.

All you have to do to
enter the challenge 18 to
send in your witnessed
high scores on the form
below and the best six will
be invited to do battle to
become the Computer
Gamer M.U.L.LE Champion
of Champions. The submit-
ted scores should be achiev-
ed in a 12 turn game played
at Tournament level bet-
ween Yyoursell, playing a
humanoid, against three
computer opponents.

In the event of any ties
the first scores received will
get preference. In the play-
offs each champion will
play against three
challengers with the bast two
from each game meeting in
the final. In the play-offs
the players will have a free
choice over the character
they play. Good luck and
may the best humnoid win.,

U.L.E.

| colony totel. -

tﬂam&...-

1 Witn EBEE‘sd .
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Cnallenge.
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“Nick Faldo’s

Runs on both

Spectrum 48K
and CBM64

Accurate
Q00 screen
scrolling map of the
Roval St. George's
Golt Course, venue for the
Open Championship 1985,

Can you make par on this
course of Champions?! With strong
winds and deep bunkers vou'll need all
the help vour caddy can eive vou. Full
ammation and hive action bring vour game to hife.

Argus Press Software Lad,, Liberty House,
222 Regent Street.,

Londen WIR TDR

Lelephone (1-439 (bt
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Mike Roberts presents the pick
of the arcade games.

Arcade games come and go,
but there are some good old
faithfulls that keep appear-
ing year after year. Some of
these games that appear are
much imitated, take
Defender for instance.
There have been so many of
this type that there is a
whole genre that is labled
‘Defender games' such
as Scramble, Super Cobra,
and lots of other ‘horizon-
tal' games.

Classification of any
h{pe of game is difficult but
there are three main types
of display with arcade
games and it is through
these that we can break
down the thousands of
games to a few long lasting
c¢lassic games.

By far the most common
method of screen produc-
tion is via the raster scan
method. This produces an
image on the screen by
scanning an electron gun
across a screen. When you
want a dot you turn the %un
on and a stream of elec-
trons make a part of the
screen glow. 1f you use
three guns with the three
primary colours you can
get a colour display.

There are so many of
these games that it is hard
to gh:k one classic game. So
a shot list is in order. In the
field of racing games for in-
stance, Atari's Pole Position
and ite sequel Pole Position
II were the first real racing
games to put the player
really behind the wheel of a
Formula 1 racing ocar.
There were other, such as
Sega's Turbo, but none had
the same feel. More recent-
ly TX1 has taken a great
leap forward with its three
linked ECreens and
vibrating chair, but its high
price (in excess of £2000)
has put off most arcade
OWIers.

Atari's Pac-Man will
always be remembered for
the almost mass hysteria
that America went through
a couple of years ago. It was
onece sald that ‘do you want
to see my new Pac-Man pat-
tern’ replaced ‘do you come
here often’ as the most
COMIMON Ji'.ck up line in the
New York's singles bars.
Personally I cannot see the

attraction in the little man
and his munching actions,
but a lot of people do. There
are a great deal of
‘developments’ on the
original theme, but not
many copies due to the fer-
vour of Atari's legal depart-
ment at the time.

Atari was sueing
everybody over Paec-Man
clones at the time 8o
naturally there were not
many attempts to cash in
on the vast success of the
little man. I remember one
%udga coming down in
avour of Atari in a suit
against Philips and saying

- that the Philips version was

similar due ‘to the similari-
tﬁ in the gobbling action of
the main character’'. There
have been a number of
variations, Ms Pac-Man,
Baby Pac-Man, etc, and the
latest which was looked at
recently in Computer
Gamer — Pac Land, this
uses the characters without
using the same (now long
in the tooth) game play.

In the vertical t},rga
ame, first started 1‘;
aito's Bpace Invaders all

those many years ago,
Galaxian or Galaga are still
around along with more
variations than could ever
been imagined. These types
of games were amongst the
first to be in true colour —
as opposed to black and
white with coloured strips
on the monitor. There are
many variations on the
same theme — ship at bot-
tom, nasties at top swoop-
ing down on you. One of the
most common is Pheonix —
watch out for it.

There are lots of other
raster games that you may
come across — among them
S8py Hunter, Buck Rogers,
Donkey Kong, and Missile
Command. In some cases
they tend to be cheaper that
the norm (10p instead of
20p), but they still give the
same enjoyment.

The next development
from the original raster scan
was vector Fra.ph, vector

raphic displays work by

ectly ‘drawing’' the im-
age on the screen with the
glectron guns. This process
must be done over and over
again to ‘refresh’' the image
on the screen. The advan-
tage with this systermn is
that you get perfectly crisp
images on the screen — in-
stead of being made out of
small dote. However it is
difficult to make solid ob-
jects. Most have to be line
drawings only. It also
makes it easier to produce
3D images. Until now it has
also been difficult to add
colour, but more later.

The first games to reall
use the vector Ta
technique were tari's
Asteroids and Battlezone.
Asteroids wused large
outlines of boulders and a
little dart shaped ship. The
crisp images, and varied il-
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AN
Ons,
h‘-"é‘? This game was rather
the limited as the video disk
Bot was not designed for it,
ey however this is still one of
art. my favourite space games.
Later games such as MACH

ing
Man

80

not 3, and Fire Fox had custom
h in designed sequences for
“the them and the gameplay was
one much better. What really

in was interesting was the
suit work by Don Bluth and
ying = Onto this is mixed a Atari with Wizards Lair,
B B Y ol T standard computer video Space Ace, and the more re-
lari- display of your ship etc. cent SBuper Don Quixote. In
N o Whatever you do with your this the movements on the
here ship is echoed in the video Jjoystick are mimicked on
» of disk generated background the screen by the cartoon
fan, | display. Explosions of your characters, there is no com-
lr,l the ' types, 11;'1115 best is fhﬂbﬂlit.-ltg

at type where you climb in g - — pr——————
iter your X-wing fighter and ex- iy - g 4 M o
this perience the destruction if BV g "L; E""’"-I_’Ifn. S,
wout lumenence levels were a the Death Star yourself, _— : AN~ o ES .
ong surprise at the time, and This game has been around S—

D, Was an entirel!l; different
:im kettle of fish. It was the by the introduction of a
\ore first real 3D game. The ame called Astron Belt.
aveT tplayerﬁ view was in the his used a technique call-
rpes irst person, with all ed interactive video disk to
‘the the baddies coming produce an image on the
P — towards you in perfect screen. In this case it was
and outline. from a Japanese science fic-
rips Nowadays you are more tion film that was never
are likely to come across the finished, The space scenes
the stunning Star Wars game were taken for the game
bot- by Atari. This was the first and put onto the video disk.
- colour vector game, and to A video disk is similar to
;Dfﬁa my knowledge the only a record, except that each
- one. The game uses eight track has a TV frame on it. ship are handled by the puter display interaction
colours by having three A laser scans these tracks video disk (and very except for the status and
ther electron guns in the same and produces the picture. graphical it is too) but score display.
may way as a colour telly. There The interactive bit of this is knocking out of the enemy Dragon's Lair and
heTT is also full stereo sound and  where 'a computer is eon- ships is done by blanking Astron Belt are definitly
ers, voice synthysis — ‘‘May trolling the laser. Thus, by  out the video display of the classics and landmarks in
3sile the force be with you” Obi picking which track is enemy by putting a com- the arcade scene, and as
ABBE Wan bellows into your ears. displayed, any desired se- puter generated splat over they are quite old the price
that, This game comes in two quence can be produced. the enemy ship. of a play is comparable
i of with the normal type of
' the game. These games are
‘ usually more expensive, as
nent the equipment and original
- capital layout for the
ctor operator is higher — he
. by needs more 10p bits being
im- shoved in to get his money
the back.
cRSS That concludes my
Dver '%ﬂld&l’l oldies’' roundup of
lage the computer scene, most
FATL- of these games can be seen
1 is at the resort arcades that
risp are dotted around our coast
- in- and where most of you will
1t of be spending your holidays
t 18 — me? I'll be down the local
ob- arcade in Broadstairs keep-
line ing cool whilst the rest of
also them roast to death and
luce turn red on the beach!
has
add
o J
\r'l's
Ullgﬂ.
g
1d a
The
d il-
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tales have been told of week
long, multi million scores
on the game.

Battlezone, however,

for the last year or so and is
still quite common, well
worth 20p.

A year or two back the
arcade world was stunned

'.__;



Simon
Rockman
rounds
up the best of
the computer
versions of
arcade games.

Since the early days of com-
puters, people have wanted
to play games. It was in the
mid-70's that Nolan
Bushnell realised that de-
mand was so great that he
could charge for the pleasure
When miecro-computing
was in its infancy the cost
of the hardware was S0
great that the amount of-
money the machine would
take was not enough to pay
for the cost of the circuitry.
When he saw & cheap pro-
pessor board offered for
sale Nolan realised that
game dedicated machines
were viable. The company
which was founded to fill
the clubs and bars of
California was called
“ATARI'"'.

The next step was the ex-
odus of the electronic
beasties to the home. In
America three companies
maseed to enter the con-
gumers homes. These were,
Commodore, Atari and Tan-
dy, in the UK Sinclair also
joined the battle. It was
logical that the games soit-
ware found on the arcade
machines should follow the
hardware into the home.

As the business of pur-
suading the fussy arcade
game player to part with
his quarter (or 10p) became
harder the standard of the
games improved. Home
computer programmers
geramblaed to Keep up.,
sometimes they would con
vert the very latest arcade
games sometimes they
would produce versions of
old favourites to ™Mun on
new micros.

Nearly every micro has a
version of ‘‘Space
Invaders'’ or ‘‘Breakout’
(The new Atari 5208T even
has & Breakout game ¥you
can play in the middle of
doing other things) but
with some of the more com-
plicated games it is harder
to produce a really good
version of an arcade
classic. It is the mark of a
really good programmer
and of a really good soft
ware house that a player
who is good at a particular
game in the arcades can
easily master the micro ver
alon.

The Game
Players find
Difficult

Defender is a game which
taxes the finest arcade
games players. To play
Defender well is an art, and
it is only the huge populari-
ty of the game that ensures
that there are many ex-
perienced players. History
has to thank Eugene Jarvis
of Williams Electronics for
writing (inventing?)
Defender. Because it is such

conversion, any software
house with an eye to the
bank balance will want to
produce a game which will
gell. There are loads of ver-
sions of Defender for
micros. Perhaps the most
famous is Planetoid which
was written by Neil Raine
for Acornsoft. This was
originally called Defenda
but the threat of a lawsuit
from Atari was great
enough to persuade AcCOorn-
soft to change the name.

a popular game Defender is
an obvious candidate for
S

Planetoid takes the credit
for being the first good
home defender-type game.
Acornsoft Planetoid runs
on a BBC model B (the Elec-
tron wversion appeared a
long time later) and was
one of the very first Beeb
programs 0 appear, it
showed what could be done
an the computer and must
be responsible for some of
the success of the machine.
When a first-time user buys
a shiny new BBC B he
usually takes a copy of
Planetoid as well. When
Atarisoft moved into Ppro-
ducing software for the
Beeb they decided that
Flanetoid was so good that
it would be unwise o pro-
duce a rival version.
Alligata software did not
agree with this point of
view and produced Guar-
dian for the BBC, Electron
and Commodore 64. Guar-
dian differs from Flanetoid
in that the graphics are less
like those of the dJarvis
original but the playability
is better. The scrolling is
smooth, the explosions
almost worth getting blown
up for and the movement
flicker free.

On the Commodore 64,
Guardian has less in the
way of opposition. The
main rival to Alligata Guar-
dian is the official Atarisoft
Defender. Atari may pro-
duce some wonderful ar-
cade games and some
beautiful software for the
Atari micros but their Com-
modore 64 stuff is dread-
ful. Defender uses sprites to
such a large extend that it
is only possible to have
eight objects on the screen
at once. The upshot of this
is that opeining a pod when
there is a lot going on has
little effect. If most of the
sprites are being used only
a couple of swarmers ap-
pear. The whole point of
swarmers is that they
swarm. The Atarisoft game
ig far too easy and has some
massive bugs in it, when
your ship blows up the
gsprites are expanded,
nothing wrong with that,
put if you hit STOP and
RESTORE during the explo-
sion then all the sprites
astay expanded. This means
that in the next game you
have quadruple size ships,
aliens and humans. Yuki.

The new Amstrad micro
has only one version of
Defender. Fortunately this
is from Alligata and plays
well. Called Defend or Die it
has stereo sound and
follows the Arcade original
fairly closely. There are
some bugs in the prograimn
which mean that Hyper-
gpace can have unpredic-
table results and your laser
carries on firing past an
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alien. this means that you
can take out a whole row of
landers in a single swoop.

Daefender is a modern
clagsic, the home versions
have out-lasted the arcade
ariginals, how long before
we see it eonverted to some
of the newer micros, the
Atari 8T and Commodore
AMIGA,. we mMAay even see all
Enterprise version.

The Hidden
Classic

Missile Command is an
unusual game. You have to
protect bases, not attack
them. Unfortunately very
little is seen of the best
micro versions of this
game. Ground Zero is a Ver-
sion of this game for the
Apple Macintosh and the
best version for a home
micro is Missile Control
from Gemini which runs on
the BBC model B. Geminli
hide this light under a
bushel, preferring to sell
boring business packages.
Ground Zero does not pre-
tend to be a 100% clone of
the arcade game, the cities
are drawn in 3D and there
is greater variety of enemy
eraft. including a kamikaze
dive bomber. The Gemini
game is much closer to the
original, even down to the
stunning end sequence.
The game is, however, a lit-
tle spoilt by the high score
routine which plays “‘Con-
gratulations’’. The arcade
original uses a large trak
ball to move a sight across
the screen. On the Macin-
tosh you can only play the
game with the mouse coIl-
troller but you have the op-
tion of either using the
mouse button to fire from
the nearest base or using
the /.z and x keys to select
which of the three bases t0
fire from. The Beeb version
is similar in that the Z,X

(OIV-0P COVVERSIONS.
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and C keys can be used
gither when under
keyboard control or when
using the analogue
joysticks, in fact this is one
of the few games which
benefit from the use of
those ghastly Acorn
devices.

More than Space
Invaders

Orlando wrote Arcadians
for Acornsoft, this was an
excellent version of Galax-
ians — seen by many as the
logical successor to Space
Invaders — 80 when he set
up his own software house
he produced a version of
the sequel to Galaxians. In
the arcades this was called
Galaga, Orlando named his
version Zalaga but followed
the game play and the spirit
of the original, if not the
complete storyboard. One
of the major features of
(3alaga is that enemy ships
can capture your fighter
which you can then rescue
by shooting down the offen-
ding enemy. Completing
this operation gives the
player two ships on the
screen and so doubles the
fire power. Zalaga runs on
the BBC, not known for its
glaphantine memory, and
s0 the game plan had to be
shortened a little. Instead
of allowing a ship to be cap-
tured by an enemy tractor
beam and then rescuing the
craft a zalagan pilot simply
has to enter the beam to be
awarded a twin ship. It is
worth noting that the
newer version of Zalaga —
Electron Zalaga has many
improvements. The sprite
movement is slicker and
the feel beefed up. Even if
you already own Zalaga it is
worth buying Electron
Zalaga for your Beeb. It
may sound a little over-
enthusiastic but Electron
Zalaga is the best of the
left/right/fire shoot-em
ups.

Space Capture

The fundamental difference
between home computer
games and arcade games is
that the latter is designed to
take as much money as

possible, to play as many
games a day as it can
without each player feeling
cheated. For this reason
some games which flop in
the arcades make great
home computer games. One
of these is QIX (pronounced
kick's), in this game you
control a line. Using this
line you have to box off
areas of the screen. Attemp
ting to stop you are Lwo
nasties around the edge of
the screen. They will en-
croach on any complete
box. In addition to these
hazards there is a thing
called a sparx, this tumbles
around any unfilled section
of the screen and will
destroy you if your line
should touch it before a box
is completed. @ix is a game
of speed and strategy. Prac-
tice is the most important
ingredient of success al
@ix. Learning the patterns
which allow you to capture
the maximum amount of
gpace takes time. If riding
up this learning curve 18
costing the player a lot of
money he will give up.
Because the player using a
home computer has already
made the investment in the
software there is more of an
incentive to practice. The
best computer version of
Qix is Stix from Supersoft
and runs on the Com-
modore 64. This is a very
simple game but passes the
“*just one more game'' test
admirably.

Who You Gonna
Call?

Tank Busters from Design
Design is one of the best
new games for the Amstrad
CPC464 (it also works on
the 664). Based loosely on
Battlezone it is a tank game
played in the first person,
that is you sit in the tank
and peer out at the terrain.
Enemy tanks slide across
the ground and will home
in on you. It differs from
the arcade game in that you
only have one life but your
shields can take enough of
a hammering to ‘survive
enemy shells, You have a
choice of shells or wire-
guided missiles with which
to repell your foes. The
game is in Amstrad mode 1
but uses interrupts to show
more than the usual four
colours. The arcade
machine uses a vector
display (like that used by
Asteroids and Tempest) and
s0 mode 1 with its square
pixels igs ideally suited to
replicating the effect. The
explosions are second to
none, even the obstacles
blow up and shatter into
convinecing lumps of
shrapnel.

Ihe ( /)l/l 0/’ / (M Mt ill)/l

Using the Force

There are a few games
which are so stunning that
programmers look at them
in their arcades (some pro-
grammers even claim the
cost of visiting arcades
back against tax — it is a
business expense!) and say
that the games cannot be
converted for modern
micros. It is then that some
smart guy — who doesn't
realise it 1s impossible goes
and writes a micro version.
Perhaps the best example
of this is 3D-Starstr
from HRealtime Software.
This is a version qf Star
Wars for the Sinclair Spec-
trum. The program
emulates the vector display
beautifully. Always aware
of the threat of Atari
lawsuits the program is
sufficiently different from
the arcade original to be
safe. The programmers ar-
rogantly EI-E,§ “If we wanted
to write tar Wars we
would've written Star
Wars''. The Amstrad wver-
sion is not quite as good as
that on the Speccy due to
the way in which the screen
memory works (but it
Design Design can do
it.. . .). The speed at which
the ships move across the
screen and the fireballs fly
is impressive. The second
soreen consists of towers
and hostile bases the third
of a trench with catwalks to
be dodged. In the third
screen of the arcade version
it is possible to get a bonus
by not firing until you
reach the end of the trench,
this is known as ‘"using the
force'' and has been omit-
ted from Starstrike.

The most impressive
games to have appeared in
the arcades recently are
Marble Madness and
Postboy, both based on the
new Atari modular systam.
It may be possible to con-
vert them to the ST and
AMIGA but on current
micros — never. Unless you
know better?

EII"'![::
ZX Spectrum

SPACE RAIDERS S
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The boom in computer
games began in the arcades.
Mike Roberts plots their
history and development.

It's hard to imagine that
there had to be a beginning
to all this computer games
stuff, As we all know, the
huge boom in computer
games started in the ar-
cades and even now the
computer manufacturers
look towards those little
havens of noise and bright
lights for most of their
games ideas and
technological innovations.

If it wasn't for wvideo
games and arcade games we
wouldn't be here now —
well, at least I would be rac-
ing -pigeons instead of
blasting the meanies.

Where did it all start?
Well the chap in question
was (and probably still is)
called Steve Russell. In the
early sixties — yes it was
rea that long ago, 1
wasn't even born then! —
he created a game called
‘S8 War'.This was play-

on an MIT computer.
MIT is the Massachusetts
Institute of Technology,
and i the mainstay of
American technical innova-
tion.

It was at this university,
and on one of their com-
puters that the first game
was developed. It is believ-
ed that this game was
similar to the ‘Star Trek’
games of to , but I am
not certain of this and have
never seen the game.

At MIT with Russell was
a cha called Nolan
Bushnell. He decided to
produce a coin operated
version of the game. At this
point in time it is worth
mentioning what arcades
were like. Most of the
games were mechanical,
one armed bandits really
were — you pulled the arm
and the money came out, or
didn't as the case may be.

A little com called
Sega (remember Zaxxon,
Turbo, and Buck ers)

had a game wit a
hellcugtar where you took
off and landed. It was a real
helicopter on the end of a
cable. There were motors
and propellers on it to keep
it aloft and wvarious
obstacles in the sort of
‘tank’ it was mournted in.

The Bushnell game, call-
ed Computer Space, was a
bit too radical in design —
people just didn't EKnow
what to make of it. That
and the anti-war feeling in
America at the time which
was one of the hallmarks of
the sixties, caused the
game not to be the commer-
cial success that it could be.

Bushnell stepped back,
licked his wounds and went
back a few steps to a
simpler concept that was
also competitive whilst be-
ing nnn-aggraaswa — Pong.
Everybody must have

layed Pong in one of its
orms. The original was
simply two bats and a ball.
There were two Knobs on
opposite sides of the unit
and the two players could
control the position of the
bats in a vertical axis and
thus bat the ball between
sach other. Points are
scored when your opponent
misses the ball. If a rally
gut too long the amount of
spin’ that the bat would
impart on the ball would in-
crease, and increase again
later on. This ensured that
the game got increasingly
harder and that nobody
would hog the machine for
too long.

Pong was an instant suc-
cess and until the mid-
seventies it dominated the
arcades. The games got
slightly more complex,
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tank games for instance
where the idea is to avoid
the ball rather than hit it!

Pong games were the
original home video games,
they were dedicated units,
this doesn’t mean that they
were excessively loyal to
their owners, but that they
only had one game with a
number of variatioins and
no possibility of changing
them. It was really this that
started public awareness of
computers and the games
we play on them.

The next development

was the programmable
home video game, this was
called the VC8 or Video

Computer System and was
launched with a single car-
tridge that had similar
games on it to those already
on the more common video
games. However, the pro-
mise was there for more
cartridges in the future, the
systemn also had colour —
incredible and all for about
$300.

Nolan Bushnell also was
the inceptor of this, he
created a company that was
named after the Japanese
for ‘check!’ as in chess —
He called it Atari, where

have I heard that name
before?

That was in about
1976-1977. The thing that
brought havoce to the arcade
industr came in
1978-1979 from a Japanese
company called Taito. It
was d Space Invaders

and we have been shaking
from the effects ever since.

I shan't bother to
describe the evil little green
men, as everybody must
know them by now. If suf-
fices to say that the game
caused a shortage of the
100 yen coin in Japan
when the game came out
over there. 1t is also worthy
of note that after Space In-
vaders went the most
popular game in their ar-
cades was a form of

bagatelle, a mechanical
gamae.
Space Invaders had a

number of sequels and the
development of the idea

r
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behind it continued with
Pheonix, Galaxian, and
others with one two major
developments — colour,
and individual ‘per-
sonalities’ for each of the
types of meanies attacking.

Another game riding on
Space Invaders' back, for
an entirely different reason
was Moon HRescue. This
game was specifically
egigned to simply replace
the ROMs in the original In-
vaders machine. e con-
trols were also kept left,
right, and thrust. This ex-
tended the life of the In-
vaders machine and is a
technique still used today,
but for different reasons.
Nowadays the electronics
in a game are quite cheap.
The expense comes with the
display, coin mechanism,
cabinet etc. So a swop of the
main eircuit board is
gconomically necessary
from time to time. it also
explains why most games
come in the same cabinets.

The next in the line of
games went back to black

and white with Asteroids.
Asteroids came out in 1981
and was a whole new con-
cept due to the vector
graphic display with its
sharp lines and smooth
animation. The psycho-
10%1’51.:5 got in here too.
With S8pace Invaders it was
the rhythmical music that
brought you back time and
time again. With Asteroids
it was the slow almost
graceful movement on the
screen that convinced you
that if it went that slowly
then why did you hit it, so
you go back for another go,
and another, and another.
Battlezone cropped up in
late 1981 as well. This was
the first real 3D game out,
and is still one of the best
tank games that you can
find. Not only did it require
you to shoot, but you need-
ed some strategy to arrange
your priorities so that you
shoot the most dangerous
enemy first. Battlezone was
one of the first games to
make people think.

Nowadays, of course, your

The COIV-0P (OMIECTION

brain is doing as much
work as your fingers.
1982 was a very busy
%EE.I‘ for arcade games,
efender, Pac-Man and
Missile Command showed
up. All these games were
landmarks and show the
linear, but wvery fast pro-
gression of the technology
of the time. Missile com-
mand used a radical new
controller, the trak-ball
with this you flick a large
sphere around and control
a emall cross on the screen.
And when you press one of
the miltiple fire buttons the
object does not
disintegrate, but there is a
time lag as your missile
snakes up towards your
target.
efender was written by
ace designer Eugine Jarvis,
he also wrote Robotron
2084, and Stargate — a se-
gquel to Defender. In
Defender the emphasis is on
protecting other objects
that your self, the
humanoids — in a similar
manner to Missile Com-
mand’s cites to be pro-
tected. Defender is one of

the biggest successes of all
time, despite the opinion of
operators initially that it
would not take off due to its
complex controls!

Pac-Man created mass
hysteria in America for the
two years after its launch.
Everybody was playing it.
Since then the maze game
has gone onwards and up-
wards until maze games
can get very complex in-
deed. Dragon's Lair can
probabl race its roots
back to Pac-Man.

In the three (gosh is it
only threel) years since
then the arcade world has
gone a long way. Forthcom-
ing developments will be
covered in our regular col-
umn ‘Coin-op Connection'.
I wonder if the next five
years will bring as much
technical advance. You
never know, holograms
and all that, are still yet to
come on the scene —
though some companies are
known to be developing
them. Who knows what
might have happened if
Atari had continued . their
Mindlink project?. . ..
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The Einstein is a powerful
disk-based machine with
a huge range of software,
including a challenging
selection of games. you
could win a collection of
hardware and software
worth over £1500 in our

easy to enter competition.

i
l'f'l.[||,'l-._ i= in
. =

Tatung and Computer
Gamer are giving you a
chance to win a package of
Einstein hardware and
software worth over £1500!

The prize not only con-
tains a B4K Einstein com-
puter but also a colour
monitor, 8 Cookridge com-
gutar joysticks, and a W&

000 modem donated by
Miracle Technology which
will allow the winner to lo
into Prestel, Telecom Gol
and Bulletin boards.

The prize also includes a
selection of the hundreds of
programs available for this
machine with the emphasis
heavily on games. These in-
clude %ﬂ.mas from Anirog,
Bubblebus, Terminal, Soft-
ware Projects, Electric S8oft-
WAaTre yrddin BSoftware,
Solo Software, Kuma and of
course, Binsoft. Indeed the
winner of the competition
will also receive as a gift
from Einsoft, one of the
firet copies of Einstien Elite
as soon as it is finished!

All of the games are sup-
plied on Einstein disks and
so0 there's no waiting round
for the fun to begin. Finally
the winner will also recleve
a football pools predictor
from Bell Boftware and the
Tasword word-processor
supplied by Tasman BSoft-

How To Enter

All you have to do to entar
this competition is study
the eight screenshots of
games on an BEinstein and
then match them up with
the list of a selection of
available Einstein gamaes,
and the names of the soft
ware house, that you think
wrote 1L.

Then fill in the cooOr-
responding letters on the
entry form. For example if
you think screenshot 1 18
Jet Set Willy by Software
Projects then fill in CC next
to screenshot one on the |
cOUpon.

Then as a tie-breaker
finish the sentence ‘'l like
to play games on the Eins-
tein becausse " in not
more than 15 words.

When you have cCoOIn-
pleted your entry, send the
whole coupon to:

Computer Gamer (Einstein)
Competition

1 Golden Square

London W1R 3AB

All entries must reach us
by July 31st.

Ware.
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ames Titles
. Elite

G
A
B. Le Mans

C. Jeat Set Willy

D. Norseaman

H.. Flics

F. Manik Panik

3. Chuckie Egg

H. Boardesllo

I. Space Trap

J. Nightmare Park
K. Hunchback

L. Flight Path 737

Software Houses

. Hinsoft
Bubblebus
Software Projects
Anirog

Konami

Firebird

Kuma

PS8

Electric Software
Solo Software
Doean

CHL

HR&HTIQEED QW

S e e Eewo) St e ﬂ
sitar ’ Computer Gamer (Einstein) Competition, 1 Golden Square,
tudy . ! London W1R 3AB.
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d: Name . ...
gtein) ! Address
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Remember the holographic
chess-like game played Dy
C3-PO and Chewbaca in the
film ‘Star Wars'. Each game
piece was a projected fan-
tasy creature and a dispute
for a sgquare results in a
real battle between the
ieces. They must have
een playing Archon.
Archon 1is a strategy
game for the Atari, Com-
modore 64, Spectrum and
Amstrad computers,
similar to chess with fan-
tasy role playing
characters as pieces. Set on
a 9x9 squares playing
board, the object of the
game iz to control five
power points on the board
or totally eliminate your
ﬂﬁpﬂnsnts pieces. Unlike
chess, two things set Ar-
chon apart from other
strategy games. Firstly the
two opposing sides, light
and dark, have totally dif-
ferent pieces that, on the
whole are balanced in
strength. BSecondly a
dispute for a square doesn’t
result in the defendin
iece being quietly remove
rom the board but a

B

o)

separate arcade-like com-
bat arena where the pieces
battle it out.

Basic Strategy

Archon's strategy screen is
a board of 9 xP squares,
whilst 48 of these are
always white or always
black, the other 33 vary in
brightness from black and
white and back continually
throughout the game. The
strength of a piece in battle
is partially dependent on
the colour of the sqguare
your piece is on. Light side
pieces are harder to defeat
on light squares than on
dark ones. Conversely dark
gide pieces are stronger on
dark squares and weaker
on light ones.

Two important tactics
come out of this, firstly
keep your pieces on their
corresponding colour
whenever possible. Second-
ly launch your attacks so
that the peak of conflict is
when this ‘luminoscity cy-
cle’ is to your greatest ad-
vantage. Hemember the cy
cle is at its peak for two
turns, use both turns to
your advantage.

The five power points are
indicated on the screen by
flashing red symbols, there
are four mid-ways of each
side of the board and one at
the centre. As well as being
the points to capture to win
the game these points have
strong healing capabilities
for weak pieces injured in
combat. S0 even if you

Archon is a strategy game
based on chess but where
each piece is a fantasy
creature and every square
is fought for on a combat
screen. Nick Walker takes
an indepth look at this
game that’s now available
for Atari, Amstrad,
Commodore 64

and Spectrum
computers.

THE COMBAT ARENA

VALKYRIE ARCHER

GOLEM  KNIGHT i i
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INITIAL STRATEGY SCREEN

MANTICORE BAMSHEE

don’t plan to capture all
five immediately it is wor-
thwhile placing a weakened
piece on the power points
when the luminoscity cycle
is in your favour.

Archon is won or lost in
the combat arena, whilst
str-ategi,r is important, a
good player in the combat
arena will aways beat a
good strategist. Action in
the combat arena is im-
mediate and simultaneous;
there's no taking turns
here — victory depends on
vour arcade skills. Move-
ment around the combat
arena is via joysticks and
pressing the button readies

your weapon and 1im-

mobilises you, the direction

of the attack is then
selected with the joystick.
Not until the button 18
RELEASED will the attack
OCCcur.
Combat is of three
genera,l types. Knights and
oblins, the pawns of Ar-
chon are sword-swingers
and club-weilders, they
must be within sword or
club distance to inflict
damage. The Banshee and
the Phoenix radiate a c¢ircle
of fire or a piercing wail
respectively, damage is in-
flicted while the opposing
giece is within this circle.
here is no need to select a
direction for the attack
with these pieces. All other
pieces throw missiles &t
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various strengths and
gpeads.

Two vertical bars on
each side of the combat
fgreen represent the
strength of the battling
pleces. When a piece is
wounded in battle its cor-
regsponding bar is reduced,
when this bar is gone the
piece is dead and the battle
18 over.

AB I said earlier,
mastery of the combat
screen is probably the most
important aspect of Ar-
chon, if, like me, you do not
possess lighting reflexes on
& Jjoystick there are a
number of features you can
use to put up a good battle.
First and foremost — know
the pieces, both your own
and the enemies. Each
piece has distinct combat
abilities, a table of the
pleces is given later in this
article. Whilst combat may
seem all fast and furious
neither you or your oppo-
nent can fire fast and con-
tinuously, it takes a mo-
ment to ready a weapon.
The computer rings a bell
when your ready to attack
again. Exploit this time to
pace your attacks and to
find the times when your
opponent is wunable to
retaliate.

Don't be afraid to play
the coward on the combat
gcreen, hiding behind
rocks until the right mo-
ment to launch an attack is
often an effective form of
combat. This strategy is
made all the more effective
by the luminoscity cycle
that these rocks themselves
go through. Normally a
rock is imprenetrable,
however for a moment the
rocks are the same colour
as the background, at this
moment it is possible to
throw a missile or walk
through it. If you lose a bat.-
tle, your opponent returns
to the strategy screen,
launching another attack
on the same piece gives it
little chance to recover |,
practice against it until you
¢an consistently beat it
with pieces of similar
strength.

The Light Side

The Wizard — the wizard is
an ancient man of wvast
supernatural powers and
the most important piece in
the light side. In battle, the
wizard throws fairly

devasting fireballs, these in
my mind are not as effec-
tive as a couple of the dark
sides strongest pieces so do
all you can to stop attacks
from these creatures. In
combat keep him at mid to
long distance and in the
open, as his fireballs are
easily effected by the bar-
riers. Do not move him
from the home power point
without good reason as this
opens him up to the dark
sides magic spells and frees
the power point,

e

e

Archers — the archers
arrows are not fast, so she
must get close to do serious
damage. The archers are
ideally suited to take ad-
vantage of the luminoscity
,tj;:yt:le on the combat screen.

ry and plck opponents
that are slow and cumber-
some to give a greater
rangs.

Unicorns — the white
horse of mythology is pro-
bably the strongest piece
with a blinding bolt shot of
energdy from its single
horn. Use its speed and fast
shooting to stay a long
distance from the enemy.
HRespect its ability and use
i% for your important bat-
ties.

The Djinni — the Djinni
18 & magical being rom
another dimension and the
second of the really strong
pieces of the light side. in
combat use this plece ag-
gressively and ‘Get stuc
in’.
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The Phoenix — the
Phoenix is a flaming bird of
immense size and power. In
battle it explodes to a cir-
cular mass of flames, the
nearer the enemy is to cen-
tre of this fire the more
damage it does, so get as
close as possible., The

Phoenix cannot be harmed
whilst it is generating a
fireball so keep them com-
ing as quickly as possible.

L

Valkyries - are
beautiful blonde war
malidens from the legions of
Valhalla. The speed of their
attacks can be infuriatingly
slow, use the rocks to plan
your attack when your
eénemy can't fire back.
Teage your opponent into
ta.l-;in% a shot at you and
then fire back. Avoid open
areas.

Folems are

Golems
big, strong, slow and thick.
For wea.lpﬂns they tear

boulders from the ground,
if you manage to get a hit
with one of these boulders
the damage will be pretty
dramatic so keep trying. It
takes time to rip a boulder
from the ground so get in
close and be aggressive. At
least they are thick skinned
enough to take this kind of
close combat.

Knights — I was always
taught in chess to never
underestimate a pawn, the
same is true for the Knights
of Archon. While a single

blow from one thelr
stronger foe can kill them it
ie not unknown for a
knight to kill the likes of a
dragon or manticore. The
secret is8 to develop an er-
ratic in and attack, out and
hide strategy. Do not stay
still or move in a straight
line for one moment.

The Dark side

The Soceress — the equal of
the old Wizard in power,

the Boceress is eternally
oung and beautiful. Her
ightening bolts are swifter
than the Wizard's fireballs
making her a more deadly
opponent in combat. FPlay
defensive using the bar-
riers and corners to cap-
ture an opponent off guard
and then zap them. Don't
stray from the black power
point without good reason.

ol)
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The Basilisk — in many
ways the equal of the lights
side Unicorn the Basilisk is
a crested reptile. In combat
follow the same guidelines
as the Unicorn using its
speed of firing and move-
ment to stay at long range.
Interestingl% for a scaled
reptile the Basilisk seems
more suceptible to damage
than the Unicorn.

Trolls — Trolls are slow
moving creatures that
throw rocks, trees or
anything else that comes at
hand. Get in close and use
the fact that Trolls are hard
to destroy, to your advan-
tage.

The Dragon — &
monstrous serpentine
ereature, this piece is in my
view the strongest on the
entire Archon board. Don't
be afraid, find an open
?ieue of ground and use its

ast and flaming breath to
zap in all eight directions.

e
()L

The Shapeshifter — the
ghapeshifter is a demonic
creature that takes the
form of anything it attacks.
The great problem with this
piece is that your opponent
is bound to find a way to at-
tack with a lesser piece
such as a knight and take
put a strong piece with a
mere knight. When using
this piece for combat
yourself only pick dark
squares and important
pieces of the light side. Not
one of my favourite pieces.

Manticores — The Man-
ticore is a cross between a
lion and a scorpion, its tail
contains an array of spikes
which can be thrown at the
enemy. These spikes cover
a wWider area than most
other missiles making
them difficult for the
enemy to avoid. This makes
it useful to have in the front
line of any attack and
aspecially effective in wip-
ing out weaker foe.

Banshees — The Banshee
is an undead spirit that at-
tacks with its ferocious
wail. My personal favourite
the Banshee has the greatl
advantage that once you
have intiated an attack you
can chase after your fleeing
opponent, great fun. The
Banshees requires a lot of
skill to use successfully but
it's worth it. Attack from
the side where the wail is at
its most effective.

Goblins — Goblins are
hideous c¢reatures of
twisted limb and
misshapen feature. use the
same stratgey as for
Knights. In Knight/Goblin
conflicts it iz possible to
block an attack with your
own sword or club.

Magic

There are seven spells
available to each player, on-
ly the mages of each side,
the Wizard and Gorcerss
can cast spells. The same
spells are available for both
gsides and spells cannot ef-
fect power points. Magic is
probably the greatest factor
in strategy, each spell can
only be used once, so tim-
ing is critical.

The Spells

Teleport this spell
teleports any one of your
pieces, any distance o
another square. This spell
is useful in the early stage
if the game as an aggressive
opening for transporting a
powerful piece to the rank
and file of the enemy, to
destroy as many pieces as
possible before your oppo-
nent has time to move them
to the safety of their cor-
responding colour. Alter
natively later in the game
the spell could be used to
transport a powerful piece
to the hub of a battle or to
remove & wounded pilece
from the scene of a battle.
Heal — this spell in-
stantly heals any piece of
any wounds it has sustain-
ed in the combat arena. Do
not wasgte it on pleces over
power points or on pieces
unlikely to be attacked in
the near future. Never heal
the Shapeshifter as it
regenerates for each battle.
Shift Time — this spell
has two possible effects.
Normally it reverses the
flow of the luminoscity cy-
cle, however if it is cast at
peak lightness or peak
darkness the cycle will be
shifted to the opposite ex
treme. Its uses are many
and varied, use it to extend
the lengthen of imprision-
ment (see imprisonment
spell below), to stop the ad-
vantage of an attack or

lengthen the time available
for your own attack. To
really upset someone, use it
to change the luminoscity
eycle at the peak of an at-
tack. Don't be tempted to
a.ppl%r Shift time immediate-
ly after your opponent, if
you withstand there use of
it you will be in a much
stronger position.

Exchange — This spell
causes any two pieces on
the board to change places.
Use it to frustrate your op-
ponent by swapping an ag-
gressively placed piece wit
a more innocuous one.

Revive — This spell
restores a piece killed in a
previous combat. Restore
only strong pieces and
avold placing them on an
unfavourable square or it
may be killed again im-
mediately.

Summon Elemental —
This spell lets you generate
a temporary adversary imn
an attempt to kill off a par-
ticularly troublesome
piece. Along with the spell
Imprison these two are the
spells you really must cast
at a mage that has
wandered from its power
point. There are four
elementals earth, air, water
and fire. As far as combat is
concerned treat Earth as a
Troll, Fire as a wizard, Air
as an Archer and Water as a
Manticore. There's no point
being particularly cautious
with an elemental, there's

no way it will be around
after the battle.
Imprison — This spell

pins an icon down to the
square it is on, when the
spell is cast. The spell only
laste until the luminoscity
reaches maximum bright-
ness or darkness for the
piece on an unfavourable
square whilst you finish it
off or to blunt an attack.

Prices and
conclusion

To beat a good player or for
that matter the computer at
Archon, the key is concen-
tration. Exploit every facet
of the game that gives you
an advantage no matter
how small. Archon 18
available for the Spectrum,
Atari, Commodore 64 and
Amstrad, the review was
written on using the Atari
disk based version and
some slight differences ap-
pear between the three ver-
sions. On cassette Archon
costs around £11.96 on
disc for the Commodore 64
or Atari it costs £14.95, and
it's worth every penny.
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ATARI 600XL ENTERTAINMENT PAGK

N RIS W) SOOI L ™1 ATARI 600XL ENTERTAINMENT PAEIIE
phics and sensational arcade action gameplay. For Only S

B8, you can buy a 16K Atari 600XL Compuler with wo 10p 16K Atari 600XL
gade ACM cartridge titles and a joystick. These two RO
g are the famous arcade kil Donkey Kong and anoiner

Donkey Kong (R) ..o.v.sioesees £14f99
L | e e o IS e S R £9.99

wurile Oix (We only have a limited number of packs with Single CX40 Joystick ............ £7.99
G, When thesa run oul, Qix may b2 subsiituted for an arcade TRl O puschasid SRRl o v i Iﬂi.ﬂﬁ

enlefalnment cartridge of the same walue). The GDOXL
Enertainmeni Pack offers real walue for money and enables
yiul b sawe D63 86, nearly half of the normal ARP's of the pack
fems when purchased mdinidually. Silica El"'l:rp have a wede
rangs of AOM cartridges available including arcade favouribes
fch a3 Asteroids, Centipede, Missile Command, Popeye,
0FBeri, Siar Raiders, Super Cobra for only £8.95 each! The
BMEL & a programmable home compuber with the Basic
Programming Language buill in and il you later add a 1010
Iﬂuﬂm Recorder (XLP 1010 - £34), a range of hundreds of

PACKAGE PRICE (XLC 1600) .
gassefie programs will become available to you. The Atari
BMXL i recommended as a firs! class games maching.

ATARI PACKS - POWER WITHOUT THE PRICE! £ 6 9

ATARI 800KL AND REGORDER PAGK

'Hu Hﬂ BOOXL is packaged here with the 1010 recorder, an ATARI| B0OXL + PROG. RECORDER PACK
I storage and retrieval wnit, a smash hit arcade GAK Atari BOOXL .....ovevises E120.99

1010 Program Recorder ........ £34.99
Pole Position + Demo Prog (C) ... £9.90
Invitation to Programming 1 .j]j_,ﬂ
Total (if purchased separai®y] . . .. os . E‘“H‘
Less Discount (sppros 338%) .- .-.

PACKAGE PRICE (XLC 1010) .

Less Discoun! japprox 48.1%)

] Iﬂd programming aid, all for a package price of only
28 [ref: XLC 1010), a saving of £65 06 off the ARF's of tha
ndividual lems which total £184 96, The game included in this
ck is Pole Position, Now on cassette from Atari, Pole
psition is an accurate reproduction of Atar's own highly
mccessiul arcade driving game which has all the thrills and
fpills of the grand-prix racetrack. On the reverse of this
cassathe & a demonstration program of Atarl’s amazing sound
and graphics capabdlities giving an example of the high quality
H‘l:tﬂm af the Atari 800XL. Also included is an Invitation
1 cassette which takes you step by step
w the first siages of programming in Alari Basic using
Alar's unique soundthrough facility which allows pre-
meorded human speech fo be played through your TV
spaakir. All you nied 5 @ joystick (ATJ 0400 - £7.80 for Pole
Pesition), to be wp and running with this package. The Atari
BODEL in this pack comis with a Silica two year guarantes

ATARI PACKS - POWER WITHOUT THE PRICE!

This pack includes the 64K BOOXL with a 1050 Disk Drive for

mass siorage and speedy information retrieval as well as a

beand e ldmmm*gunu and a powarful home help
{red: MLC 1

ATARI 800XL + DISK DRIVE PACK
B4K Atari BOOXL ......oc0uvaus
1050 Disk Drive .....o0e0nivnas
Home Filing Manager (D) .......
The Payoff + Demo Prog (D) ....
Total (il purchased separstely] ... .- .-
Less Discount (approx 31.8%) .....

PACKAGE PRICE (XLC 1050) .

‘progeam, all for only £2 050), a sawing of £115.98
ol the RAP's of the individual items which total £364.96, The
firsd of these programs i3 The Payoff on disk, a new adventure
which is & fantasy simulation in which you play the
nde. An axciting introduction to adventure programs
which are always popular (with & demonstration program ol
Mar's amaning sound and graphics on the reverse]. Also
ghuded in this pack is Home Filing Manager to help you
ﬂ-ﬂ- your files. [t allows you to catalogue and file details
ol birthdays, books, your stamp collection or anything else
ﬁ:h would normally reguire you to use filing cards. The
ingiructions for Home Filing Manager are on the reverse of the
disk and all ihe disks which come in this package are in
pobecive paper wallels. You gel an estended two year
| on ihe BOOXL and 100 free programs with the disk
m 'p'ﬂ'l.l hur this p-u:l:lgu from Silica

POWER WITHOUT THE PRICE! e

NOW INSTOCK| __cssmmm

ArAET -

il N P
Atar's e 128K computer, the Atari 130XE offers an enormous 131,072 bytes of RAM Tor anly £169 S - - - -
The 130KE comes with built in Basic and full operating instructions and is now in a newly designed S T e -
case with a modern full stroke keyboard. The XE ks fully compatible with both the 400800 and tha XL
ranges of machines, this means that it can run approximately 8% of all Atar Compuler software on the
markel. This provedes a range of over 1,000 sofiware litles as well as a large salection of accessory and
paripharal itama. |nitial stock of the 130XE will ba limited, so it's first come firs] sered

SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111
ORDER NOW-OR SEND FOR OUR FREE ATARI BROCHURES

> 7 N K N R R B B B B B 3 B B B B B 2 B B B 1 .
To: SILICA SHOP LTD, Dept CGMR 0785, 1-4 The Mews, Hatherley Road,

Sidcup, Kent, DA14 4DX Telephone: 01-309 1111
LITERATURE REQUEST:

[0 Please send me your FREE brochures on Alari Home Compulers.
] l|slreadyowna .......... Yideogame L] I slready own a e e Pt Compuler

Eﬂu Shop has been selling Atari products and
an Alari owners with a specialist malling service
ch we beleve is unbeatable. We stock over 1,000 Atan

owners and oweer 50,000 Atari Home
. Because we specialise in Atarl, we aim 1o
of &l the available Atari hardware, software,
i mmm-mmuwmwnr
d books and through ws, the owners on ouwr fist
seribe 1o several Amarican Alar dedicated magazines,

wide & full sarvica to all Atarl owners and are now
| d as the LIK's NLIMBER ONE Atari specialisis.
d81 soma of the things we can offer you:

Mr/iMrs/Ms: ............. ; Initials: . ... Surname: ......

N ST A, & S Ly R g e T Gt w B L B B e o e e [

ORDER REQUEST:

R SALES SUPPORT SERVICE PLEASE SEND ME:
SERVICE ON ATARI PRODUCTS O 16K 600XL Entertalinment Pack ....................... EB9 All prices include VAT
i like to register on our mailing list as an Adari O 64K 800XL & 1010 Recorder Pack .................... E128
of jusl bcause you are interasted in buying O 64K BOOXL & 1050 Disk Drive Pack .. i e i T Post & Packing
s *ﬁ‘m-“";mmnlﬂmgﬁ O 128K 130XE Home Computer ........................ £168 is Free Of Charge

8 50, post off the coupon with your order or enguiry
prigncing an Atari sarvice that is second to none.

01-309 1111

O | enclose Chegue/P.0. payable to Silica Shop Limited lor the following amount: £

N EEN R A N e e e e

0 CREDIT CARD - Please debit my:
Access/Barclaycard/Visa/American Express/Diners Club My GErd MO IE . .....cocuicvivansisnasasarasranirasanag

T 1T T T T T I 7 7

L 1 R R R R RR R R R ORRRRNRNRERRYOR O



| All you have to do is £i11 in the following gquestionnair
(to help us identify ¥our particular areas of interest)
and send it to:

Reader’'s Club
Computer Gamer

Argus Bpecialist Publications Limited
1 Golden SBguare

London W1R 3AB

| Do not enclose any other correspondence
| in the envelope — ONLY your application.

Sy OR 2.
NAME. .. .| ﬁ}“"rt Tl Y
ADD -2 SUL TN GREV
..l’?ﬂ}.h.bﬁ.’...;df.\;it QN.':":.‘....+.....+
| PHONE guxﬁi"ﬁé‘a‘ﬁt‘a e B
§Aam. 1D, .. SRR e
TYPE OF COMPUTER OWNED. . », | 1 1.
ACCESS TO DISCS..\. ...

= & B F RS

STRATEGY..... .\ ... L
ik BENENLANERN. . hATe
OTHER (SPECIFY)....... . . .
WHAT C T GAZINES DO YOU BUY?. . .
i &y -

LA Y li-l--p-.-q..-.

prﬁ_’:lett uml;qfnpggunﬁv.,,_._:..

a; rtl- . o s e = s

£ ® s @

WHAT TYPE OF FILMS DO YOU WATCH? . W e

LI A B EoE mgR g . R R W W R CE R

WHAT TYPE OF BOOKS DO YOU READ?. ... .

LA B T T




IT’S 1985 —
THE YEAR OF
COMMUNICATIONS

Why buy programmas for your Spectrum when a world of free ‘telesofiware’ is open to you. Discover
Prastel, Micronat 800, Viewfax, bulletin boards and open a whole new world. Even user to user.

Everbody's doing it — linking their home computers to giant mainframes and networking to the thousands
of other micro users via the phone and a modem,

A whole new world of mainframe games, electronic mail, free 'telesoftware’, electronic nobice boards, real
time conversation, armchair shopping and home-banking will be at your fingertips! And at local and cheap
rate, phonae charges are only around 40p for a whole hour's entertainment

Spectrum 16k, 48k, Spectrum + and the VTX 5000 Modem comes complete with all the software (in ROM)
required to access the world of electronic communications, networks, telesoftware and databases (both public and private. User to user software on cassette

£3.95 as exira).
The VTX 5000 requires no external power and fits under your spectrum to become part of the machine. Only one lead links your computer to the oulside world.

FOR THE SPECTRUM 16K, 48K AND SPECTRUM + THE VTX 5000 IS AVAILABLE AT A YERY SPECIAL PRICE

£49.95

inclusive of VAT and P&P
for a limited period only.

SPECIAL, SPECIAL OFFER

Order your VTX 5000 NOW and get a FREE quarter's subscription to Micronet 800 and Viewtax.

All mod ide 1200/75 baud bli to Prestel, Mi t I
modems provide aud, enabling access to Prestel, Microne !
800, BT Gold, Farmlink, Citiservices, Homelink, and some free bulletin E'“s““;e"d :ﬂ“;:ﬁ (8) £49.95
boards (some databases and networks require a small subscription). - ng:r t:;"':;m S S 3.‘9 5 I
Fully BT Approved. ..@“ I I
Simply clip the coupon and send it with a cheque | "= e lenclose £
(payable to Modem House) to: I Name I
MODEM HOUSE | |
Telephone
lolanthe Drive, Exeter, Devon EX4 9EA Please allow 28 day delivery '

Tel: (0392) 69295 This offer applies only while stocks last. /R I

IT’'S 1985 —
THE YEAR OF
COMMUNICATIONS

Why buy programmes for your BBC when a world of free telesoftware’ is open to you. Discover Prestel,
Micronat BOO, Viewtax, bulletin boards and open a whole new world. Even user to usar
Everbody's doing it — linking their home computers to giant mainframes and networking to the thousands
of other micro users via the phone and a modem.
A whole new world of mainframe games, alectronic mail, free ‘telesoftware’, electronic notice boards, real
time conversation, armchair shopping and home-banking will be at your fingertips! And at local and cheap
rate, phone ;harga‘.s are only around 40p for a whole hour's entertainment.

BBC Micropack comes complete with Modem 1000, leads and all software (in ROM) required to access
the world of electronic communications, networks, telesoftware and databasas (both public and private).

Only one lead links your computer to the outside world.
FOR THE BBC MICRO A COMPLETE MICRO PACK IS AVAILABLE AT A VERY SPECIAL PRICE

£59.95

inclusive of VAT and P&P
for a limited period only.

SPECIAL, SPECIAL OFFER
Order your Modem 1000 NOW and get a FREE quarter's subscription to Micronet 800 and Viewfax.

All modems provide 1200/75 baud, enabling access to Prestel, Micronet

: R - : Please send to me
800, BT Gold, Farmlink, Citiservices, Homelink, and some free bulletin

boards (some databases and networks require a small subscription). I 0 BBC Hndem{s] £59.95 I
Fully BT Approved. T;L'&%"E“:z | I I

Simply clip the coupon and send it with a cheque |~ e o | g 'enclose£
(payable to Modem House) to: l Name I
MODEM HOUSE |=— |

- Telephone
lolanthe Drive, Exeter, Devon EX4 9EA I Please allow 28 day delivery l

Tel: (0392) 69295 This offer applies only while stocks last.
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Revs is Acornsoft’s exmmnt m"'_a
car simulation, HM

Revs is one of those odd
games that cannot really be
called a game. It bears a
much closer relation with
the flight simulator games
that have flooded the
market since the year dot.
In fact it was written by the
author of one of the best
flight simulators ever —
Aviator.

The game itself was
reviewed last month, 8O
this month I am taking a
closer look at some of the
odder points about the
game. The manuals and in-
structions are copious and
very informative, however
they do have a very marked
racing slant and could be
very confusing to the nor-
mal run of the mill com-
puter user.

Bes

g Time =

When you first get it out
of the box, take a look at
yvour joysticks. If they are
the standard Acorn type
then either throw them
away or attempt to wrap
them in rubber bands.
Your controllers need to be
self centering, that is when
you release the stick it will
spring back to the center
line — very useful

I am of the opinion that
Revs cannot be played ex-
cept via the joystick, you
can try to use the
kevboard, but the game
was obviously designed to
be used with sticks — and if
you haven't got any, then
why not?

i ¢y - 00 -

One problem occurs with
the switch type of joystick,
it makes the game very
hard to play. Imagine
trying to drive around us-
ing maximum wheel lock
on a car — it would make it
nearly impossible and cer-
tainly very dangerous, the
same happens with Revs.

Starting

Starting the engine can
gither be simple or a pain in
the neck. hen you first
start a practice lap or the
race then it is very easy.
The directions in the manual
recommend revving up the
engine whilst the car 18 in
gear, but with the clutch in
operation. When the
desired amount of wellie is
achieved you let out the
cluteh and roar off.
However when you smash
yourself up the engine may
be a bit hard to start. In
this case the recommend-
ed action is to put the car in
firet gear (instead of
neutral) for starting. Turn
the engine on and rev it up
a bit, then flick it into
neutral. When it goes into
neutral it will start up nor-
mally.

Straights

These are quite simple, you
just go straight. However it
is a good idea to take stock
of your status, get your
reve and gears right, and
position yourself for the
next bend. It is also a good
time to overtake. Overtak-
ing on the straights is sim-
ple in as much a8 the
enemy car is totally predic-
table in its actions and if
you challenge it it will not
try to block you or other-
wise oppose your actions. It
will JE‘_I[JEt- CArTY On &8 nor-
mal. However it will not try
to hit you, this can be used
to our advantage.
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Wings

A lot has been made of the
adjustable wing settings on
the c?&mE' They affect the
handling of the car gquite
dramatically. High settings
on them mean that the
steering will be that much
more sensitive. A low
number on the front will
make the steering a bit
more sluggish, good for
people who are used to
throwing about the
Joystick. It is impractical to
use switch joysticks except
on setting zero for the
front. The rear must
always be high, otherwise
it's like driving on ice. I
tend to use 35/ 15 because I
am used to throwing about
the stick. David Hunt, who
had a hand in the technical
aspects of the game usually
uses 32/28 for lighter con-
trols and a more responsive
car. However if you are
anything like me, using
this setting will make you
run off the road at corners

Spins

A quick word about spins.
When you go off the track
you have almost certainly
had it. If you are still mov-
ing and in the right direc-
tion then keep on going,
but do not make any sud-
den moves with the steer-
ing. You should then get
back on the track.

If you go off the track
and start rotating then you
CAN recover in some cir-
cumstances. If your veloci-
ty¥ in a perpendicular axis
away from the track is high
then you might only spin
once before you hit the fen-
ging. However if it is low
then you may spin four or
five times. You should be
able to recover from this.
What you do is to reduce
your throttle to low, but do
not violently brake. Then
when you see the track go
past push it forward to
maximum, when the track
has passed, reduce it to low
again. After two or so of
these manoeuvres you
should be in a better posi-
tion, or even on the track,
fully recovered.

Chicane

If you ever try ‘jumping’
the chicane then a small tip

is to turn the steering to a
full left lock just as you
take off. Then when you
land you will have a better
chance of ending up poin-
ting the right way.

Ha.gpy' Racing.

n the bend before the
straight or about a third of
the way through one of the
longer straights, make sure
you are in third or fourth

gear and at about 6000 —

500 rpm. Then yvou zip up
next to the opposing car.
Position yourself on the in-
side of the other car relative
to the next coming bend.
Then whack your revs right
up and change gear up as
fagt as possible. Due to
11{191_11‘ high reve you will

ave an increased accelera
tion and be able to zip past
the car. This should be tim-
ed just before the up and
coming bend. If you are on
the inside of the other car
and it is on the outsids,
then it will not be able to
take the corner so fast as it
is nearer to the outside
kerb. Bo it must slow down
and pull in behind you. On
the next straight yvou can
compound this by roaring
off into the distance.

Corners

Corners can be a real pain.
The line that you take can
be extremely critical, not
only to keep you on the
track, but the wrong line
On & cOorner can drop your
revs, making you change
down even to get them back

COMPUTER GAMER JULY 1985

up again, and generally
lose many seconds of lap
time.

As far as speed is con-
cerned there are three very
wide corners with long
straights on either side of
them (Maggots, Chapel, and
Abbey), these can be taken
in fifth, at full whack by
taking the inside line on the
approach. One bend that
yvou can take at full whack,
but the positioning is very
crucial (Club corner), and
three really awkward cor-
ners where positioning is
vary crucial and your speed
must be reduced to a low
level to get around at all
(Copse, Stowe, and
Becketts). On these corners
if you find yourself slipp
ing, pull back on the
joystick. This reduces your
turning circle and stops
yvou skidding.

When you hit a position
crucial bend the best idea is
to push your joystick
through half of its throw.
Then if you start to lose it
you can use the rest of the
possible joystick movement
to correct yourself. All
bends should be taken on
the inside. To see perfect or
near perfect positioning
have a look at the opposing
gars. On a practice lap, in-
stead of overtaking the
slower cars follow them
around the track. The lines
around corners they draw
are always very good.
Remember they only go off
the track if you hit them so
they have to be good.



One or two people have
written to me saying that a
score they sent for a game
that doesn't feature on our
list, hasn’'t been |l:rrintﬁt:1 or
that a marginally lower
score has been printed as
opposed to their higher
score.

Well there are reasons
for both of these. If we are
not featuring a game then
we will generally not print
the score unless it is a good
one, however, we do rotate
the games 80 that
everybody gets a crack at
the whip. This month most
of the entries were for one
or more of the Decathalon

ames, but we have added
ote of new games and
deleted some older ones.

The reason for the se-
cond question is that a
marginally lower score will
beat a higher score if there
is a photograph to accom-
pany it.

I also has one letter com-
plaining that he had beaten
my hi-score on Atari Pole
Position, but on the C&4.
Why, he asked, was he not
featured because the games
are the same, Well we treat
different computers under
different headings because
the gameplay is usually dif-
ferent. This is a case in
gn::-im: as due to a bug in Pole

osition on the Atari there
is a physiecal limit to your
score (at about 112000) and
no more is scorable. This
does not happen on the
ce4.

Remember to enter, all
you have to do is fill in the
appropriate space provided
on the page, get another
person to sign it to say that
they have witnessed this (a

sereen shot would be
prefered and takes
priority).

Then send the entire
page to:
Hi Score
Computer Gamer
Argus Specialist
Publications

1 Golden Square
London W1R 3AB

DO

-8 (O

Scorer Score

M Roberts 864780

T Powell 56000

T Powell 286008

J Ellis 33600

T Powell 33745

T Powell 3247 ;
JEllis 2200 )
D Raee 100502

R Brown 145000

W La 2170710

AP o

M 95893
M Ro 13800
S Green 47500
B CoOPer

D Edwards 120830
P Edwards 1000000
M Roberts 1865800
D Codrington 1343777
G Hamlett 711385
S Dennison 313600
#m 1470800
fm 68230 ;
J Prince 35100

I Whittaker 188410
C West 1831670
P Goodridge 158388

P Goodridge 11784

120840
K 93 %

80750
M 89910 .

Gamer, 1 Golden

Send to: Hi Score, Computer
Sguare, London W1R 3AB
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HOUGHTS & CROSSES |
1 37 MARKET STREET, HECKMONDWIK, WEST YORKS.
Shop Hours 9am-5pm Mon-Sat
GENERAL ENQUIRIES 24hr CREDIT CARD
TELEPHONE ORDERS TEL:
0924-402337 (0924) 409753
i 3 == =1
i if. R i i |
All prices include postage, packing and VAT. Overseas orders welcome. Please order stating, 1) Program Required,
2) Amount Enclosed, 3) Name and Address, 4) Type of computer. “Indicates Half Price

; BRITAIN'S BIGGEST!

CRASIMOFF'S WORLD is a Play-By-Mail game of
exploration and adventure. As a player you assume
the role of leader ina band of brave adventurers set
out from a small town knowing little about the
surrounding countryside apart from a few rumours.
As you travel you will learn more about the land
and it's secrets, encountering other parties, races
and creatures. To survive you must rely on your
wits and swords.

Our team of professional gamesmasters have de-
veloped and run the world for over five years, con-
stantly updating and improving. Over 1000 player
parties currently operate in this ongoing fantasy
campaign making Crasimoff's World the most
popular Play-By-Mail game in the UK,

“The effort the gamesmaster puts into each
turn never ceases to amaze me. Most players find
themselves offered a different scenario each turn,
ar find that a new twist has happened to an ex-

isting adventure.” WHITE
DWARF

“So, with its regular newsletter, Crasimoff’s
World is a friendly, efficient, and relatively cheap
game to play, and if you wish to try a commercial
PBM game with a distinctly D&D game-ish flavour,
| would unhesitatingly recommmended it IHAGlNE

To enrol in Crasimoff's World send £5.00
cheque/PO/international money order payable to
KJC Games. For this you will recieve the rulebook,
set-up material, first three turns and a copy of our
latest newsletter. Future turns are £1.50. Send to
KJC Games, PO Box 11, Cleveleys, Blackpool,
Lancashire FY5 2UL. European players welcome,
rates are same as for the UK.
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Welcome to a new regular
geries in Computer Gamer
in which we follow up last
month's introductory arti-
cle on play by mail games.

Each month we will br-
ing you the latest PBM
news and details of any
new games that start. Com-
puter Gamer will be joining
a number of the games and
so we will bring you first
hand knowledge of how the
games work along with our
progress (or lack of it) in
them. If you have any com-
ments or suggestions about
this column then please ad-
dress them to FEM update
at the normal editorial ad-
dress.

What is a PBM
Game

For those who missed last
month’s Gamer, a PEM
game is one that you play
by %mst_

hey are loosely related
to computer adventures, in
that you are given a
character (or characters) to
control, with which you ex-
plore a world.

However instead of
entering your instructions
into a computer you send
orders to a Games Master
(GM) who processes them
before sending a report
back to you.

Although this is slow, in
fact some games last
month’s, if not years, they
are incredibly detailed and
players get so involved with
them that they eagerly
await the morning post.

Some games have only
25 players, where as others
have nearly a
thousand,which explains
why most are computer
moderated.

Obviously processin
even 25 orders takes a lot o
time and so PBM games
companies charge on
average £1.50 per turn.
Therefore when you con-
sider some games have

f Address . . ..

Age ......

Hame . ;. ... -

turns every week its not a
cheap hobby but it is an en-
joyable ona.

PBM News

Mitre Games, of Tribes of
Crane fame, are launching
two new games. In the first,
Midgard, you are the se-
cond son (or daughter) of a
nobleman. Unfortunatley,
the first son is to inherit all
the family fortune, so you
are given an army of 200
men and sent to seek your
fortune elsewhere. During
the game, you will no doubt
fight battles, enlist armies
or even run foul of the
many religious groups.

Midgard's game reports
promise to be something
gpecial as itistoberunon a
Macintosh.

f Mynumberis..........
f (Repeat on envelope)

o .| [

Global Supremacy is
their second launch and is
set in a post WW III world
in which 82 players fight
for survival and finally
global supremacy.

ICBM are currently con-
verting their games onto
British computers. Their
games such as BStarweb
were actuall run in
America with ICBM, acting
as a post box.

In September, when the
conversions are complete
the games players will
benefit by quicker turn
round times.

KJC Games have launch-
ed Capitol which they
believe is the most advanc-
ed computer moderated
PBM game in the UK.

It is to be run on a 512k
IBM pc and is a space COn-
flict simulation.

PBM Competition

In our first PBM Competi-
tion we are delighted to be
able to give away six mon-
ths play in either Capitol or
KJC's fantasy game, Ear-
thwood.

To succeed in a FEM
game you will have to out-
think other postal players
and so we have devised a
competition to test your
abi]_'lfly to do just that.

All you have to do to
enter is fill in the coupon
below and then write on the
envelope any whole,
positive number. The prizes
will be awarded to the peo-
ple who send in the lowest
numbers.

There is of course a catch
and that is, if more than
one person chooses the
same number then they
will be eliminated. For ex-
ample, if a lot of you choose
obvious numbers such as 1,
2 and 3, then all those peo-
ple will be eliminated and
gomeone who entered 143
may win. If everybody
duplicates their numbers
then the two highest
numbers will win.

f Computer Gamer (PBM) Competition, No.1 Golden Square, /
London W1RH 3AB.

/
/
/
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==
Gafmé RRF Price
Caley ThOomMpSon ........ 8.890 4,599
Baachaad .........cc00004 T 5.85
Knights Lore =R Rl - ] 8.75
Underworlde .............5.85 6.75
Lords of Midnight........ .95 5.05
Doomdarks Revenge o« L85 5595
Combat Lynat ....ocouaues T.85 5.25
Star Sirlkad. .. ..cocvuuiiis- 585 .50
MEbCh DY .occravvinans 7.95 5.70
Greal Space Race ....... 14.85 4.59
Ram Turbo Interface .......... 18.00
L e T g 9.95 T.25
Project Future .......... .6.85 4.99
Everyonas a Wally ....... 9.95 71.25
Bruce Led . ..covoocisnsanns .95 5.55
Tappar ... : L i e 5.95
SpyHunter . ..............T.85 5.95
Shadewfire ............... 5095 6.99
e T — N 6.99
World Series Baseball.....8.95 5.25
Deathstar Interceptor ... .. 7.85 5.25
Herberts Dummy Run .....9.95 7.50
Twin Kingdom Valley .....7.85 3.09
A [ - R e . [ . 5.25
Homper Room . . 385 559
[0 g e« [ - . 585
Rocky Horror Show , ... ... 885 6.75
Frankie goes 10 H/wood ., . 895 5.50
LONMPUEION - oo v cveniiacas .G85 575
P T ] R ——— - B.00
Brian JECKS. ... 0000000 T.85 595
Dun Darsck ..............5.85 7.50
SIAMAZDOM . ....o000uee...B.96 5.95
L T N 5.85
L e 8.895 2.99
VU Calc .. .B.95 .99
BBC/ELECTRON
Combat Lynx .............5.06 .50
Arablan Mights ...........7.00 4.95
Sabre Wolf (BBC only) ....9.95 7.50
Mini Oifhce (@ithes
1oL . ¥ . v 4.70
i Wizadoree . ...............7.80 .80
CL T R S RN - - . 7.59
L L B.85 T.889
Owverseas orders welcome. Flease add
75p
T o = e oo e

Game RRP
Ghosibusters . ...........10.85
Beachhead ........ — L
Staff of Kamath,.......... 888
SpY VA SEPY .iaan — -

Combat Lymz . ....oocviaen
Impossible Mission ik
Lords of Mianight. ........ 5

B.85

B.95

8.85
Shadowline .....ccocc00... 580
Brian Jacks. 7.685
0T, | R R e ety 1 -
Hobbit (k) ....c00 00000 17.85
BRI e inin e n e e T
Clphod 8 _............... 505
Moon Cresta .. ........... 7.85
Waorld Seriés Baseball.,...7.85
Herbert's Dummy Run ....9.95
Spitfire dd .........00c0. . BB
Murder on the waler front
(TAlkISB) ...ocovaunrianes. . BE0
Skull Island (Talkies)......5.95
Loat Gty ...cocvnvevnnnis- BB
The Scroll of Arkbarkhan..9.95
Cuark minus one .. ....... 89.85
Rockfords Riot/
Bolderdash il .............0.85
Blagger goes to H/wood . .9.95
Flm:k:,' Horror Shiow . ... .. B.U5
Jet Set Wikly Il ............ B85

AMSTRA

Daley Thompson's
decathbon ................5.85
Dark St8r. .....cccc0nnsaaat.06
Fighter pilot ..............8.85
Jal Set Willy ..............0.85
Minl Oflce ........0000nes 585
gm0 SR e e e 14.85
3-0 Starstrika. ............ 085
Battle of Midway. .. .5.895
BOMCINY . cuavrvarennsrasssBdil
Ghostbusters ............10.88
Combat Lynx .. ........... B.85
Mnight Lore ............ .8.99
Alien 8 ,..... e S T
Animated strip poker......B8.95
Confuzion ..... L

Quick Shot Il only £8.95

PN~ NNNNN NNOOES LR
A8 ZBLEE RERREARERE

6.TH

7.9
6.55
5.T8

Fleasa note: if our order excesds £50 you
get 10% further discount. Send chequa.’

PO 1o

GOODBYTE (CG), 94 Leathear
Lana, London EC1. Tael: 01-

404 4245,

KJC Games, Britains

- "
leading Play By Mail company, introduces to you our new Play By Mail -
game of Xenophobia, Conquest, and Space Warfare called ...
‘I:::“!‘L][:'[l[ ][ ‘l::'ﬂl;if ;

)

GLOBEMASTER

The 3-D space combat play-by-mail game,

Fly your command ship and its fleet of fighters from star to star
into combat with ships controlled by the other players. Find
and capture the MASTERSTAR and become
GLOBEMASTER.

Turns 1 fortnightly £1.50 per turn.
The GLOBEMASTER plays for free while he survives. First 2
moves and rules free.

STARGLOBE

This is an adventure in space and time. You must navigate
your well-equipped starship through 3D space, filled with
2000 stars. When you reach a star, you can explore the planets,
establish colonies and factories, build up an empire, meet
aliens and fight other players.

Moves £1.80 each. No deadlines. Details and launch £2.

Send to: TIMEPATTERNS, 97 Devonshire Road, Birmingham,
B20 2PG. Tel: 021 523 4446.

e

BRITAINS MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME!
CAPITOL Features —

A strategic space warfare game, completely computer moderated.
Approximately 35 players per game.
Players design their own race’s characteristics and description.
Design your own starships and build them at your star bases.
Expand your empire and conquer other races.
An ‘advanced stage' of the game introduces new technologies of
stargates and improved ship movement capabilities.

CAPITOL's simplified order formats are easy to remember. No coding
your orders onto computer cards or other gimmicks.

CAPITOL has an easy to understand rulebook, complete with
numerous examples.
CAPITOL was subjected to the largest playtest of ANY commercial
PBM game. Over 100 players played over 1500 turns of CAPITOL prior

to release.

48 hours.

185

Computer Gamer July 1985

— Runs on an IBM PC, using 512K

To enrol in CAPITOL send a £6.00 ¢

"CAPITOL is fast becoming the
standard against which other space
warfare games are compared”

— With each rulebook you receive a set of
overlays to use in mapping the game
and moving ships.

— Mapping CAPITOL is extremely
interesting, using the computer
printed maps you receive with your
turn resuits.

— No due dates.CAPITOL allows you
four turns per month. Most other
computer moderated games have the
usual one turn every two weeks.

KJC Games has been running Play By Mail games for about 5 years now and our
reputation for giving good, exciting games and a first class service is second to
none. Our team of professional Gamesmasters will usually reply to your turn with

h&quafFf international money order
payable to KJC Games. For this you will receive the Rulebook, setup and

first two turns. Each turn of Capitol costs £1.75 for the first 60 orders. Each
additional 30 orders costs 75p. European players are welcome. Reply to:-
KJC Games, P.O. Box 11, Cleveleys, Lancashire, FY5 2UL.




Dragontore is the sequel to
Hewson Consultant's
Avalon and is an excellent
arcade adventure. Its
superb collection of spells
and locations while adding
appeal to the game gives
you unlimited oppor-
tunities to get totally lost.
The following is a blow by
blow account, of how to
start the game and then
progress through it almost
to itsa climax. Obviously
reading all of this article in
one go will spoil the game.
Therefore we have inserted
headings which show the
important locations. Allow-

you to read only the
help that you need.

Starting Out

From the start take the Seal
of Merlyn. This will open
up the two stone slabs in
Wispwood if it is moved
over them. Under one is a
miseile spell, the other
opens the way into the
aults of Locris.

The Vaults of
Locris

Move over this and you will
be in the wvault. To leave,
you must collect the three
runes X, I and T and move
them over the flashing E in
one room s8¢ as to spell EX-
IT. This will make a
rotating cube which, when
moved over, teleports
Maroc to Weirdhenge. The
point to the Vaults of Locris
ie to find the Leyrod (as
well as a crown but that
cannot be done yet).

Find three rooms which
follow into each other and
sach contains one chest.
The first chest (not the one
in the middle, one of the
other two) can be opened by
moving the servant over it
and inside is a REE. Take
this, but watch out because

a spider appears as 8000 a8
the chest is opened. Move to
the other chest (not the one
in the middle) and this key
opens it. Inside is another
key. Take this but watch
out for the spider! This key
opens the middle chest.
Take the leyrod but watch
out for the spiders!!

The runes are hidden.
One is in a skeleton which
lies in a room, one is in a
‘“treasure trove' and the
other is in a chest. This has
been disguised as a stool
but should you move the
garvant over it, it will
become & chest. This is
opened by the key which
opened the Leyrod chest.

Wierdhenge

Onee out of the vaults you
will be in Weirdhenge. Cast
the leyrod spell and a cur-
sor will appear. If you move
this around the stones you
should uncover two
rotating cubes. One to the
left, one to the right. These
are entrances to the
leylinee which connect
gach stone circle. The left
one takes you to Stoneways
the other to Dragonsteeth.
Take the left one. Once safe-
ly through the leyline you
should be in Stoneways.

Stoneways

MAEE SURE THAT YOU
STILL HAVE THE SEAL OF
MERLYN. Cast the leyrod
again and you should un-
cover three cubes. Take the
one on the left and you will
be taken to Webwood. This
is the location of Merlyns
cave.

Merlyns Cave

Find the stoneslab and then
move the seal over it. It
should uncover a trap door.
Move over this and you will
be in the cave. In the naxt
room, take the door to the
right. Take the WARRIOR
spell and the dish of milk.
ove the servant over the
table and it will become a
cube. Move over it and you
will be back in Webwood.

Webwood

Seek out a stone, using a
stick move the stone and
you will find an axe. Take
this, now go to a log and
move the milk over it. A
hﬂdgahni will come runn-
ing out. Leave the milk and
take it. Now go to a tree

stump and hit it with the
axe. 1t will fall down. Now
move the hedgehog spike
around the stumgx and a
key will appear. It opens
the door to the left. Inside
is Halgor's seal. You may
drop everything and take
this seal. Leave the cave
and go to the Seven Sisters.
Use Leyrod and a cube will
appear. This takes you to
Wyrmerag. Do not leave the
circle. Cast leyrod to the
right and a cube will ap-
ear. This takes you to the
rollstones. Cast leyrod
and you will find two
cubes. The right one takes
you to the seven sisters but
take the left one to Weir-
dhenge. From here take the
righ layline to
Dragonsteeth.

Wolfwood

In Woltwood
many

there are
dangerous
werewolves. Use the war-
rior spell to kill them.
Then find a stone slab and
move Halgor's seal over it.
Go down the hole to the
sanctuary of Halgor. In the
next room are three
spiders. Hit them each with
the seal and they will
become spells. One of these
is RETUKRN. Cast this and
you will appear by a tomb
in the sanctuary. Take a
key from this tomb and us-
ing it, leave the room. Open
the next door with it and
ou will see an anvil. Now
save the sanctuary via the
stone slab in the first room.
Go the dragonsteeth and
cast leyrod. o cubes will
appear. Take the one on the
right and you will be in
dreamdowns.

Dreamdowns

Find a bow and give it to the
elf. He will give you a nut.
Get a squirrel and make
him hit the nut. A key will
fall out. Enter the ra of
the Canlii and find a chest.
Open it with the key and
yvou will find a magic sym-
bol. Now find a stone slab
(still in the ruins) and move
the symbol over it. A hole
will appear. Inside is the
very important DEMON
spell. Do not cast it yet.
Leave the ruins and find a
bush (not the one left of the
dreamdowns). Move the
squirrel over this and a
torch will be revealed. Take
this to the fire and light it.
Go to dreamdowns and take
the left path. You will see
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Eamon McGing helps players stuck
in Hewson Consultants Dragontorc

with his guide to ancient Britain.

another bush. Push the
squirrel over it and a slab
and scroll will appear. The
scroll 18 a clue. ove the
maEFic symbol over the slab
and a trap door will appear.
Go down it. Go through the
door and you will see a
ma%:c symbol on the wall.
Snakes kKeep coming out of
it. Kill the snakes with the
torch then put the torch
over the symbol and it will
vanish. Open the door by
using your symbol. Kill the
snakes in the next room
and then go through the top
door. Take the missile spell
and open the other door us-
ing the symbol. In the next
room is a chest. Open it us-
ing the symbol but watch
out for the snake. Inside is
a different symbol. Leave
the room using the original
gymbol. In the next room,
uge the same symbol to
gFen the door on the left.

atch out for the axes and
bolts. I find the slow spell
useful hersel Go through the
door and then through
another. Here it is dark,
but that's no problem. In
the middle of the room is a
tomb. Using the new sym-
bol, move it over the tomb.
Out comes a dragontorc
crown and a clue scroll.
Take the crown and then,
put the original symbol
over its immobile copy in
the room and a cube will
appear. This takes you out.
Go to dreamdowns and cast
leyrod, yvou will find one
cube which takes you to
rollstones, From there go to
Wierdhenge and then to
Dragonteeth. Leave the

crown by the anvil and
leave. ow journey to
Trolistones.
Irollstones

Kill the devils using war-
rior. In a stump you will
find a coin. In a bush you
will find a bone spell. And
nearby you will also find a
dove. F'ind a pool and move
the coin over it. Now you
can enter hellsmouth
caverns. Move over the
pool. Find an axe, Around
the place are three eggs.
Two contain snakes but in
one is a key. Use the axe to
smash the eggs open. Open
& chest with the key. Inside
is & magic symbol and an
unseen spell. Take the
magic symbol and move it
OVer a hing slab. This
opens the exit but do not
leave yet. Go to a room with
an immovable key and put
the symbol on it. It can be
taken now. Use this to open
8 door. Inside is & demon

face. Now cast the DEMON
spell. Another face will ap-
?sa.r. When they clash, the
ormer face vanishes and
leaves another dragontorc
crown. Take this back to
the sanctuary of Halgor
and leave it by the anvil
Heturn to the wvaults of
locris and take (if you have
not already done so) the
half moon which says ‘the
vault key lies in sanctuary
go to stoneways.

Witchwoods

In witchwoods find an elf,
He owns another halfmoon.
Either give him a bow or
jewel or kill him using war-
rior. Now moving your half
moon over his and it will
become a full moon. Now
find a herb, a bat (you can
pick this one up) and a frﬂ%
(who is in a pond). Take al
three to a cauldron and put
them in it. A wand will ap-
pear. Find a stone slab and
put the wand on it. You will

find an UNSEEN spell and a
jewel. In another slab you

will find a light spell. Find
a sword which moves on its
own. Hit it with the wand
and it stops. It is8 now the
sword of antimagic. Take it
to an immovable stick and
hit it. Now you can take the
broom. Find a green bush
and push it aside with the
broom to reveal a large
stone. Move the fullmoon
over it and it turns into a
cube, Enter the leyline to
the Druid’'s last sanctuary.

Druids last
sanctuary

Kill the goblins. One owns a
key. One owns sunkey
which opens the vault of
locris. Find the dark tomb
and cast light. In the tomb
is a WALL spell. Find the
locate spell. There is a hall
with many opening with no
doors. In some are spiders.
Hit these with the sword
and they become spells. In
another is a wand. Do the
same then go to the tomb
and wave the wand around
the walls. A key will ap-
pear. Open a door with this
and inside is a chest. Open
this with the goblin's key.
Inside is another key. Open
another locked door with
this. Inside are two doors.
One holde nothing it seems
but cast locate and you will
find a chest. Open this with
the goblin key. Inside is the
key to the cursed crypt. In
the other door i8 a moon.
Put your moon over this

COMPUTER GAMER JULY 1985

and it turns into a sunkey.
Put the sunkey over this
and it becomes a cube.
Travel down this to wit-
chwoods. DO NOT LEAVE
THE ORIGINAL WAND OR
SUNEEY HERE. Go to the
vaults of locris and open
the locked door using
sunkey. Take UNDO spell
from the tomb then pass
the next room into the long
hall. There is an open way
at the end. Don’'t go
through yet. Cast UNDO at
the door and a moon will
appear, now go through.

ou will see the crown. Cast
UNDO on the crown and it
will fall down. Take this
back to the sanctuary of
Halgor and strike it to the
anvil. It will be unmade, do
the same with the other two
crownse. Now go to
Torhenge via Dragonsteeth.

Torhenge

Find a rabbit and then two
holes side by side. Put the
rabbit over the one on the
left. A key will appear. Take
this then open the chest.
You will find a magic sym-
bol. Take this to a red
sculpture/Funny shape (I
don't know that it's sup-
posed to be) and hit it with

Put the on this.
‘Now enter cursed
Fut your bol on its twin
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Feeling
Adventurous?

Hi, this month features a
special review of a new
adventure game from
Games Workshop. It is call-
ed ‘“The Runestone’ and is
full of many original con-
cepts. Also some more
answers to your problems.
Anyway, I suggest that if
you haven't a dy heard
of ‘“The Runestone'’ that
you read on at once.

The Runestone

This adventure really
seems to be a game and a
half. Just raa.dlnf the
instructions left me in awe
of this new adventure. You
aell.;llﬁit w;uult:l geem, go on

orever until you
gnalﬂrgﬂmln the aim of the
game.” And when you do
reach your goal ﬁu be
nowhere near t golden
score of 100%.

““The Runestone'' has
over two thousand
locations and is without
question the largest
adventure game that I have
come across yet. Two
thousand locations makes
if;.hehtgﬂa.me HiE]I.?Iﬂ _1:.11&}:131;

since ves
sﬂigh an#llga area to cover.
Everyone of these locations
is graphically shown every
time you visit it. The screen
is parmanﬂnt%giﬂdad into
two sections. top half is
devoted entirely to the
picture and the bottom to
the description of what is

ha ng.
m:-rma.l set up of any

adventure, whether
gﬁﬂ-phlﬂﬂ-l or otherwise is

at you play the central
character or the hero of the
story and you have one aim
to achieve. Once this is
attained the game is over.
In Runestone there are
three leading characters
and you play every one of
them.

‘All of them!' I hear you
gasp. Yes but not at
once. You can be whichever
of those you wish to be at

EEEEEEEEEENENEN
Marion Champion continues

her help for ailing
adventures and includes an
indepth look at Games
Workshop’s Runestone.

any one time, bearing in
mind that the three
characters may be
separated and in locations
miles away from each
other.

The three characters
ara:-

MORVAL THE WARRIOR.
ELIADOR THE ELF.

and GREYMAREL THE
WIZARD.

Each of these characters
has a different skill which
you must discover and use
appropriately. This is not
too difficult to discover if
you combine theiz titles
with what you can find at
their respective abodes and
make an intelligent guess.

The main gquest in this
adventure is to destroy an
evil character known as
‘KORDOMIE THE DARK'.
The game takes place in the
land of Belorn. In the North
lie the Northern wastes
which are inhospitable and
wild, so few of the
inhabitants of Belorn will
venture far north. Many

enerations ago, the happy
and of Belorn was invaded
by the evil Eordomir and
his Orcs. The ancient
treasures of Belorn were
stolen and taken away to
the North. Many great
wizards and elves were
slain. The raids continued
and the land of Belorn
became closer to
succumb to the reign of
Kordomir the Dark. But
there is still hope, for our
three heroes set out to end
the destruction in a final
bid to eliminate Kordomir
forever,

There are several ways
that you can play this
game, One is to start off
with the ultimate aim of
mn?uarlng Kordomir and
retrieving as many of the
lost treasures as you can,
or alternatively you may
just wish to explore the
countryside and meet the
various inhabitants of
which there are about for-
ty. This is perhaps a good

way to begin so that you
can get an idea of how the
game is set out and what
you are likely to find on
your travels.

Once I had begun to pla
this ambitious adventure
soon abandoned my usual
mapping technique to
resort to something a little
less reliable, my sense of
direction. I realised that
with over two thousand
locations my piece of paper
was simply not going to be
big enough, no matter how
small I made my writing,
and with many locations
having no specific land-
marks or name to relate to,
it all got too confusing and
I managed to get lost
M'FII';EI times. ly 7

e game only perm
you to move north, south,
east and west, so if you
wish to move northwest
you must go west then
north or vice versa. A ma
is provided (as shown here
which shows the general
positioning of major points,
and due to the unusual
nature of this particular
adventure, the map is ex-
termely useful.

That last comment refers
to the use of screen shots
for finding out where you
are going. You can look in
any one of four directions
at any one time, (north,
south, east, or waeast)
without actually having to
move in that direction.
gives you a view from the
point which you are stan-
ding to as far as you can
see (or as far as the com-
puter allows you to see.) In
other words you cannot see
the location you are in, on-
ly the Ilocations around
you. The text will inform
you of where you are. The
view into the distance will
show you any buildings or
mountains or lakes or
anything that is within
your range of vision, in
perspective of course. You
will soon learn to reco

the shape of distant blobs
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even though they have no
detail at a distance. You
will therefore be able to
head for a certain point and
watch it get nearer gradual-
ly. This feature in conjunec-
tHion. with the map will
enable you to pinpoint your
location fairly accurately
although there are
buildings and landmarks
not shown on the map
which you will have to
discover for yourself.

The best way to
catalogue your progress is
to photocopy the map and
put a nurmbered Key on it 8o
that you will know which
build?ngs are what and the
items that you can find
within them. Dra.win% an
intricate map of every loca-
tion i in my opinion ex-
tremely difficult and time
consuming and can con-
siderably ruin some of the
fun of this game.

One more note about the
screen shots. As you enter
each location, the picture
will clear and the new view
will start to appear. The
view builds itsell up from
the back to the front and
henece some objects or land-
marks at the back will be
obscured by trees or moun-
tains or whatever is at the
front of the picture. It is a
good idea therefore to
watch as the picture is be-
ing built up. You might see
something that you would
not otherwise have seen in
the final view.

As I said before, you con-
trol all the characters and

ou can choose which one
be at any one time. If you
are lucky and wvou do
manage to keep all three
characters together then
you can ask the others to do
things for wyou as the
character you are already
Ela.:,d . You do not have to
eep changing from one to
the other. It is a good idea
to remember that every
time your chosen character
makes a move or takes a
turn, the other two
characters also take a turn.
If they are not with you
then who knows what they
are getting into, but if you
notice that your score has
suddenly diminished, you
would do well to assume
that one or other of them
has got into some scrape or
other, the most likely one
being that one or both has
been captured by orcs and
you w gither have to
rescue them as the free
character or become one of
them and escape. The
ghoice is yours. If you
change to one of the other
characters and find
yourself in a fortified tower
with a couple of orcs then
you have been captured. All
prisoners are taken to the
same tower but which one
i8 what you have to find
out. The characters in the
e which you do not con-

1, ie those other than the
main three, all have minds
and aims of their own too.

Although they may come
along with you as friends to
help you out they may
unexpectedly wander off to
do their own thing from
time to time so0 don't trust
them with anything impor-
tant.

The game is run in real
time g0 if you don’'t move
fairly fast then the words
‘Time Passes' appear and
the wvarious characters
around you will begin to go
about their business
without you. The way to
avoid this is to start a
sentence then think about
what you wish to do next
and after that action. You
must always plan ahead.

Since the game is rather
large, once loaded it goes
straight into the actual
game, there is no ""Do you
wish to Rlay’ again'’' option
just as there is no quit ﬂtl}
tion since there is not suffi-
client memory to allow for
this. If you feel you are
likely to want to start again
then save the program at
the start using load when
%Gﬂi.l wish to recommence.

his is much quicker than
reloading the whole tape.
None of the three
characters will die during
the game although they
may become extremely
weak at times. In this way
it is impossible for the
me to end due to your
eath. The only way it will
end is if you succeed in the
ultimate quest, or pull the

pluﬁ]nut_

e instructions do not
state the exact extent of
““The Runestones'’
vocabulary, but it would
seam that it is very wide.
Minor migtakes in
sentences do not seem to af-
fect the computers
understanding of the
sentence although if you
elaborate too much on
description of an object it
tends to misinterpret by
taking the wrong word as
the object.

You ecan talk to other
characters and tell them
what to do and also you can
input gquite complex
sentences,

An excellent feature of
the game voecabulary is its
variety of possibilities
regarding looking and mov-
ing commands. If you
simply state a direction
then your character will
look to the wview in that
direction. If you tell it to
move then it will move in
the direction it is facing,
giving you the view in that
direction from your new
location. To save time you
can move several locations
at once in any one direc-
tion, following the instruc-
tions given with the game.
You will see the view at
each of these locations as
you pass through.

One final point on com-
mands, CAPS SHIFT and O
will delete the last
character entered, CAPS
SHIFT and 1 will delete the
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whole line, CAPS SHIFT and
a will rewrite the previous
line if required, a most
useful addition.

I wae extremely im-
ressed with ‘‘“The
unestone'' from Games

Workshop. It is available
for the Bpectrum 48K at
£7.95 retail price which is
excellent walue for this
amazing game. It is also
available on order on
microdrive cartridge. An
entirely new concept in
adverturing with it's com-
bination of real time com-
bat and action, full text in-
terpreter, multiple com-
mand input and what
seems to be a never ending
supply of new characters
and locations. The
Runestone is definately
worth experiencing)!

Letters

In your review of ‘Heroes of
Karn' you asked what a
BARROWIGHT was. Well,
having recently read
Tolkien's Lord of The
Rings, 1 can answer your
question. While Frodo, the
hero of this epic, was cross-
ing the Barrowdowns he
and his friends were cap-
tured by a BARROWIGHT.
This gruesome creature
was intent on robbing them
of their worldly possesions
and then eating them. But
worry not! uckily a
mystic frisnd saved their
skins, just in time.

I was wondering if, in
the not too distant future,
you would mind doing a
review of ‘‘The Jewels of
Babylon'® by Intercepter
software. Having seen the
ad for the game in your
magazine I noticed how
good the graphics seemed
in the screen-shot. I would
be deeply grateful if you
would do this for me.
Yours hopefully,

Jonathan Todd
P.5. How's EECANN?

Greetings, O warrioress!
My name is Karth
Demonslayer. 1 have a tale
to tell of great sorrow and
sadness which will surely
lift the heart of every true
adventurer. It follows:
““Once wupon a timse,
when the land of Darkness
still existed, and the Heroes
of Karn were living
peacefully, a new
breathtaking parchment
appeared in certain
Alchemists stores (namely
W.H.S8miths). Its name was
Personal Computer Games.
‘On hearing the news via
a pesky dwarf, I set off at
once to find the sacred par-
chment. Three moons later
I reached the end of m
quest and there on a she
lay the parchment. I pro-

mptly paid the shopkeeper
my last few gold pieces and
set off home.

‘Natually, 1 was en-
thralled by the parchment
and every month I trudged
the three day journey to en-
sure my copy. During this
time I made the acguain-
tance of '"‘The White
Wizard''. He ran the adven-
ture section and I wrote to
him as much as possible in
the next few months (see
Feb. 1985 adventure letter
gsection) Then disaster
struck. A scruffy orec arriv-
agd at my deluxe cave apart-
ment with a message: PC
Games had gone bust! 1
went into wild fury and
subsequently hacked off
the orcs head with my
Wilkinson Sword.

‘l wandered in despair
for 2 whole months. I tried
to subscribe to Micro
Adventurer but another
foolish ore informed me
that they too had closed
down. This orc was a little
thicker than most and my
Wilkinson Sword broke on
his skull.

“‘Then, while making a
routine vwvieit to my
Alchemists store, I spotted
a faint glimmer of light bet-
ween the other par-
chments. I brushed awa
the cobwebs and wiped off
the Goblins bloo and
withdrew the parchment.
It's name? Computer
Gamer.

““By the Zits of Zork!" I
cried, ‘“This is the greatest
thing since MA and PCG!"" I
flicked through and found
122 pages packed with
reviews, competitions, soft-
ware CcoOompanys, per-
sonalities, and above all,
adventures.

How long can this con-
tinue? Will Marion be as

ood as The White Wizard?

ill there be lots of beeb
games reviewed? Don't
miss the next exciting let-
ter from Karth
Demonslayer!|"’

Karth Demonslayer
P.8. Happy Hacking!
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] I've just read your colour- To getrid of the serpent you

1 ful magazine and find it need to have In your
very interesting and ossession the songbird
1 ] helpful. rom the bird chamber. To
|

Your magazine is very get the son bird tTvﬁe,
different with your layout "‘BEREN, ET E
of the pages and a change SONGBIRD." Then return
from ordinary pages with to the debris room where
reviews in a neat line and the serpent is and gﬁna,
columns. "BEHElE. KILL THE R-

1 was particularly in- PENT WITH THE BIRD."
terested in your adventure As for the pirate, well he
pages, as 1'm a great adven-  doesn’t come into the game
. turous follower. I noticed until muech later on so I
b in your reviews that you wouldn't worry too much
} didn't include Doomdarks about him for the time be-
; Revenge. This epic from ing. But if you are worried
il Beyond is one of the great  then I will say that the way
i games I've played and there  to get rid of him eventually
1

have been plenty of those. is to get one of your rescued
Great graphics and the friends todo the dirt work
novel short-listed menu in- for you with a andy
5 take makes this one of the weapon. The next step is to
i best. rescue Istar but I'm sure
| The selection of that you can work that one
i numerous players make it out for yourself if you
very good value for money remember my hints on us
| and a must for any persomn ing every item that you are
i owning a computer. carrying in every possible
1t The cute graphical way that you can think of.
- §|= features of both Luxor, the
1 Moonprince, and further T g
into the game, Shareth the - AT e = o
Heartstealer, are absolute- M (e T
if ly brilliant, so much, that . :
1 my Spectrum blew it's 48K '
1] and is now in for repairs.
1y Well done Beyond and
I thankyou (although 1'm
I'i‘ tempted to send them the y
Hh bill). &7 APi

|l' Eecaan, please bring me AT ﬁ; 0% S8N°% ;;
. more of your computer = I\ % ﬁ )

gaming, and as for me I'm ; £ 4
1 gning out to buy Beyond's THE ﬁ_{}ﬁﬂ’ 1h ;\”
KORKOIIIR 4¢

hadowfire.
THE

Yours thankfully,
Philip Oself (16)

I'm writing to thank you
for your advice regarding
my early problems with
Hero's of Karn.

Thanks to your help 1've
managed to get past the
barrowight and the bear,
taking everything in sight
. with me. I was just getting
into the game when my
' brain again stopped func-
tioning. This time it is the
pirate and the serpent who
are stopping me travelling,
so as I've no-one else to
(] turn to, could gnu please
| help me again. (One day I'll
il get the hang of this adven-
; ture business).
| I am very much lookin
IE ] forward to the next issue o
{i “‘Computer Gamer’ as its
i the 01’"1'1{1 magazine which
1t really helps you decide
i

P —————r

o P

[ e SR e

what sort of game to buy.
Anyway I look forward to
] hearing your reply.
18 Yours faithfully,
118 J. Smith
FE W. Yorkshire

FoRTRLSS
LeRdvEL
e

- -.;'_:-" '-I

=
A0 -‘I"

LN L3

II'I.I"- ll': I'l' 'I-I' ll'l'll | i I-,Ill'I L 1 a

e i, .\\_‘r \ AL 1 ] R Ak ..I,_‘. "' R Y ."H-...\,
e SN NS A WA gl biaiad R R

e

) = N r o - . -
L e e

COMPUTER GAMER JULY 1985

sl ==
-
o



APPROACHING FAST. ..
BRAIN-BLOWING GRAPHICS...MEGA-BLASTING POWER...FAST-ACTION PLAYABILITY...
'HIGHWAY ENCOUNTER"...A TOTALLY NEW DIRECTION FROM VORTEX.

ONCE YOU'RE ON IT...THERE'S NO TURNING BACK.

F NI GHWAY ENCOUNIER FOR SPECIRUM 4BK  £7.935:

VORTEX SOFTWARE [SALES] LIMITED, YORTEX MOUSE, 74 KAMSAS AVEMUE, OFF SOUTH LANGWORTHY ROAD, SALECQRD M5 2GI
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Dressing

Our Dungeon decorator, Gordon
Hamlett, helps you brighten up your

adventures.

Last month I talked about
leaving ideas out of your
storyline because they did
not fit into the general
scheme of things. This
month, 1 want to look at
how to fill in the rest of the
plot.

When I first started
writing storylines, I had a
main theme and a few
specific ideas that I wanted
to ineclude. H&vin? put
them onto my map, 1 filled
in the surrounding areas
with any half-baked idea
that came to mind. Not sur-
prisingly, the resulting
story was totally dis-
jointed. To get round this, I
developed the following
method. Having decided on
a theme, I made a list of
everything I could think of
that was asociated with
that theme. This helped in
two ways. First, it put meat
onto the skeleton storyline
so that the whole thing
flowed better and second, it
showed up any scenarious
that weren't quite right.

To give an example of
this, I have taken the theme
of pirates (not the software
type!) and written down
ideas off the top of my head
in no specific order what-
soever,

— BEyepatch — talking par-
rot — Peg leg — Black spot
— Treasure maps =

Taverns — Wenches —
Yard arm — Iglands —
Pirate ship — Cutless —

Rum — Pieces of eight —
Doubloonsg — Treasurse
chests — Scurv -
Flintlock pistols — Mutiny
— Marooning — Skeletons

— Jolly Roger — Hand to
hand fighting — Cannons
and broadsides — Caves —
Smugglin — HRagged
clothes — Prepare to repel
boarders — Yo Ho Ho — Sea
monsters — Rations —

Avast behind — 15 men on
a dead man's chest — Cat
o'nine tails — Keelhauling
— Walking the plank —

Land ho — Crows nest —
Telescopes — 8hiver me
timbers — Clap him in
irons — Captain Flint —

$d

Long John 8ilver — Jolly
Roger — 8Skull and
crossbones

As you can see, the above
is a mixture of locations,
objects, characters and
pirates’ slang. Not all the
ideas would be used, but
there is enough material
there to develop a decent
story without having to
resort to dinosaurs, robots
or the like.

Reading Material

Two books worthy of
mention this month, one
serious, one not very
serious at all.

Guide to Adventure
Games by Gary McGath
published by Compute! is
an American book covering
the history of adventure
games, how to play them,
how to write them and
which are the best games to
buy. A 1lot of the
information contained in
the book can be found
elsewhere — especially to
readers of this column! but
the examples chosen are
orginal and intelligent and
there are a few nuggets of
information to be gleaned.
The section on -writing
programs is done in

seudocode rather than the
owchart that the British
seem to favour. The
example program is Dbest
used as an illustration of
how to write a program
rather than as a game to
play. The final chapter on
how adventure games are
likely to develop over the
next few years, 1 found
very stimulating but
overall, I thought the book
was too “'American’’ and at
£10.95, somewhat
overpriced. For the
dedicated fan only.

Much more fun are the
Xanth books by FPiers An-
thony published by Futura.
Xanth is a land where ab-
solutely everything is
magical. There magical
talents range from the
useless (like being able to

project a purple spot onto
the wall) to the powerful
(talking to inanimate ob-
jects) and the stories are
based on the interplay bet-
ween these talents as the
characters attempt to fulfill
various quests. The books
are full of awful puns
(nickelpedes are five times
worse than centipedes) and
are worth reading several
times as you are bound to
miss loads of them. There
are currently eight books
in the series (although
more are planned) starting
with A Spell for Chameleon,
The Source of Magic and
Castle HRoogna. Piers An-
thony has one of tHe most
fertile imaginations 1 have
come across and his books
are marvellous sources of
inspiration for anyone
planning to write an adven-
ture. Even if you are not, go
out and read them anyway.
I cannot recommend them
highly enough.

Fascinating
Features —
Sources of Water

This includes wells, foun-
tains, springs and pools
and can be neatly divided
into two sections — the con-
structions themselves and
the 1liquid contained
therein.

There is nothing so sure
that someone coming
across a well in the middle
of an adventure is going to
assume that it is a wishing
well and lob some treasure
down it in hope of greater
reward. This gives you a
chance for a few variations
on a theme. You might just
want to relieve them of
their ill gotton gains or
there might be some useful
treasure stuck in the ooze
at the bottom cast there by
a previous adventurer.
Maybe there is no water at
the bottom, but a passage
leading to other areas.
Perhaps it is a special area
that can be developed — the

well of lost souls or similar.
(GH's memory of wells is

-none too good. When I was

running a D+D game at
University, I had a well
that was all but marked Ye
Olde Wishing Waelle. So
what did GH do? He tied up
the hobbit and lowered him
down the well. I ask you —
Ed)

Fountains can be con-
sidered similar to statues
(see issue two for details).

The liguid within these
structures is much more
interesting. Apart from the
obvious water (to drink or
water plants with) you can
use it as all sorts of potions.
Healing wounds perhaps or
increasing strength). Giv-
ing swords and armour
magical ability — or
rusting them. Holy water
for fighting the undead or
acid needed to dissolve
something. A love sFring
that, when drunk from,
causes you to fall hopeless-
ly in love with the first
creature of the opposite sex
you meet, regardless of
species (this explains how
creatures such as centaurs
and harpies came into be-
ing — read the Xanth
books!) A fountain in the
shape of a satyr asks you a
riddle when ¥you enter a
chamber. If you get it cor-
rect, it recites a clue to a
treasure. Get it wrong and
it sprays you with
something nasty. A pool
that transmutes silver to
gold or copper on a random
basis.

You should have no
trouble coming up with
original ideas involving
yvour liguids. Remember,
some ligquids must be
drunk (strength potion)
whilst others must be bath-
ed in (cure wounds). Also,
don't make everything
beneficial to the adven-
turer. Keep him on his toes
with a judicious one of
poison etc.

Next Month

From next month, we're ex-
panding Dungeon Dressing,
to include a supplement for
Science Fiction gamers. So
Gamers who prefer droids
to dwarves and phasers to
swords should lookout for
Starship Scenary. St.artin%
in the next transmission o
Computer Gamer.
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BARGAIN SOFTWARE

Dept CG1, Unit 1, 1 Esmond Road,
London W4 1JG
Ring 01-995 2763 for special offers

O
SPECTRUM AR Price  COMMODORE B4 AAP Price
ALIEN & .95 680 ARCHON 11.95 B.59
ARCHON 10,99 799 BLAGGER GOES TO H/WOOD  9.95 720
BEACH HEAD 7.95 548% BOULDER DASH 895 &.95
BROAD 5T (REGARDS TO) 785 5495 BROAD 5T (REGARDS TO) 7.4a5 5.85
BULGE THE 999 7.50 BRUCE LEE 5.85 .40
CALULDRON 7.09 533 BULGE THE 5.49 7.50
CHARLIE IN CHOC FACTORY B.50 E5) CAULDRON 7.89 £.80
CHUCKIE EGG 2 6,50 4,75 COMAN THE BARBARIAN (D) 1485 1295
CONFUZION .95 5.25 DALEYS SUPERTEST T.95 599
DALEY'S SUPERTEST B.95 499 DAMBUSTERS 5.85 7.40
DAN DURAGH 6,95 6,99 DECATHLON g .44 750
DRAGONTORE OF AVALON T.95 580 DROP 2OME 5.95 T.40
EMERALD I5LE b.55 550 ELITE (END OF MAY) 1495  11.00
EVERYONE'S A WALLY 9.95 90 EMERALD ISLE 695 5.50
FOOTBALL MANAGER 6. &5 525 ENTOMBED 945 6.90
FORMULA 1 7.9 595 EUREKA 14 .95 9.95
FRANEIE GDES TO H/WODD 4 65 699 EVERYONES A WALLY 495 5.95
GHOSTBUSTERS 9.9 7.50 FOOTBALL MANAGER T.85 5.80
GRAND NATIONAL 6.95 520 FRAMNKIE GOES TO HMOOD 9.4% 740
GREMLING 9.5 T8 GATES OF DA'WN .85 7.25
GYRON 9,98 7.40 GHOSTBUSTERS 10.98 B.25
HERBERT'S DUMMY RUN 995 695 GREMLING 9.95 7.25
JET SET WILLY I §.95 48% GRIBELY'S DAY OUT 1.45 &.50
KMIGHTS LORE 9,85 6.50 HERBEAT'S DUMMY AUN 9,95 .98
MIEGA HITS {10 TOP TITLES) 1995 1295 IMPOSSIBLE MISSION B.95 B .65
MINDERA 9.95 T.40 ICE PALALCE T1.85% E.25
WONTY ON THE RUN 6.95 525 INT. BASKETRALL 599 450
MOON CRESTA .95 520 INT. SOCCER {ROM) 1493 1095
HE ON OME B.99 6.5 LODE RUNNER 9.485 T.40
RAID OVER MOSCOW 7.95 80 MEGA HITS (10 TOP TITLES) 1585 1295
ROCKY HOARROR SHOW B.95 6.50 MDON CRESTA 6.85 5.40
EHADOW FIRE .95 6.95 (ON COURT TENNIS 10,99 .25
SFY HUNTER 7.95 580 ON FIELD FOOTBALL 10.9% 8.25
aFY ¥5 5PY 595 699 PIT STOF I 10.95 &30
ETARION 7.95 ETD ROLAWD'S RAT RACE 760 E.20
STREET HAWK B.95 525 SHADOW FIRE 9.95 f.95
SOUASH (J BARRINGTON'S) T.85 5.0  SLAP SHOT 8.495 6.50
SUPERSTAR (B. JACKS) 7.95 570 SPITFIRE &0 5.95 T.50
TAFPER 785 5  SUMMER GAMES 14,95  10.95
TECHNICIAN TED 5.95 4.5  SUPER HUEY 5.85 699
TIR NA WOG B 95 750 SUPER PIPELINE 2 B.90 B.50
VALHALLA 14.05 308 THEATRE EUROPE 8,95 f.59
WITARDS LAIR 6.55 520 TIR MA NOG .85 7.50
WOALD SERIES BASEBALL 8.95 5.3  WORLD SERIES BASEBALL 71.85 5.75

All prices include p&p. Overseas orders please add £1 per tape

cuptTitd with a
f water that will tip
unless you stand

tempt to find a document
on the future of Computer
Games hidden in the study

the way When you of a fellow SUprgje Gamer
OUR
hAP PRICE
Ghaos s bers 985 .50 DOusmirry Run 905 .50
Ksights Loes 9.95 7.50 Chucky Egg @ 6.95 574
Unarwurie 985 7.50 Hackgammon 6.95 4,99
Oy Thomp Decathlon .00 459 Avalgn = 7.506 5.80
Matchday 7.85 5.80 Aocky Hormd Shins B.59%5 6.75
Tappes 785 .80 System 15000 8.9 T80
Wion Crests & .95 5075 Testmalch b 83 444
Spv Hurter 1.5 2.9 Flaghi Semislation 745 550
Everyone's & 'Wally 955 750 Sieve Oave Snookes -] 550
(iyron 9.85 7.50 Sireal Hawi 695 5.25
Matchpain 7.6 5 &0 Jut Sat Willy 11 605 525
Tachnician Tad 5,95 445 Windar 0939 7.50
Shadow Fim g.25 .50 Frankie goes o Miollyweod 685 7.50
Dark: St 785 580 Buper Gran Advenbure 895 150
Star Sirika 595 4 45 Oaley Toms Superiest .85 5.25
Animaiad Sirip Poker £.95 5 50 oy vE Spy 784 & G5
Hunchiack 1 680 525 Kiokoties ‘Wil 505 475
Tir Ka Neg 95 750 A vasw 10 kil 10.99 B.50
b 2 i
Prjamarama i
Pt Postion % &0 + % AMSTRAD + * »
Raidd ovwer Meoscow i85 580
Wiorid Cup Foodball & 95 5.30
The Fourth Protoce 12.95 B.594 Super Pipsline 11 B.5% 695
Super Gran 955 7.50 Archon 11.95 9.99
Fack n Bolts T.0% 5.590 Everyone's 8 Wailly 5.05 T.50
Cang Bongo .95 5.90 Beach Head 985 7.50
Project Future 6.55 5.20 Raid over Moscow 9.95 T.50
Ram Turbe Inleface 2095 17.50 Daley Toms Supertes B85 6.75
Manic Mirer - 5.95 350 Oun Darach 958 1.50
J Barr Squeath 1.58 550 Combat Ly B.95 5.50
Bemchead 795 5.90 Fighter Filal .05 b.50
Sabre Wall b9 1.50 Al 8 5.95 7.50
Lomds of Midnighi 956 1.50 Enight Lom 995 7.50
Geamlins 025 750 Ghostusters L] A.G0
Babu-Lba -] 590 Simel Hawks B.95 6.75
Slaraan 785 590 Azimuit {head alignmeant) B &5 .50
Buck Rogers FE ] 590
Fall Theatile 695 550
A Wiew 1o Kill i LR
LUp and down 7485 5.80 i oo BRC & & &
Workd Series Baseball 1.85 550
Ore on One 585 T.50
Eureica 14 .95 7.50 Hamjps1ead 995 7.50
Amercan Foothall 9.55 .59 Srabbie 12.85 1050
Famaste Wiyage 694 5,50 Aev 1495 10.95
Bruce: Lee T7.85 560 Combat Lyros B.95 f.25
Alen A .95 7.50 amic Miror .95 .25
Nick Faldo's Gl 488 7.50 Elin (cass) 14.85 11.50
Death Star |migecepin! 1.9 5.90 Hlien B 9.95 T.50
faxmon 7.95 5.90 Knight Lo 9.85 1.50
Fighter Filel 195 5.590 Maich Oay T.0% 5.5
Kong Sirikes Back 6.55 409
14.85 a5 ALL PRICES P&P IN UK. EUROPE ADD 75p PER
Dus Dacach B85 T.50 TAPE, ELSEWHERE AT COST. CHOIUP.0. TD:
Night Gunner g gg ;% SHEKHANA COMPUTER SERWCES |DEFT CiGj
Geand Nationa 598 2 50 E53 GREEN LANES. LONDDN N8 DOY. (MAIL ORDER

ADORESS ONLY). TEL: 01-800 3156. S.AE FOR LIST.

COMMODORE 64

VIC 20 (NEED SUPER EXPANDER) uﬁrllzzﬁuﬁm
SPECTRUM 48K B 4
DRAGON 32/64 £14.95
TANDY COLOUR 32K gy

Discover the exciting world of
creating your own graphics on screen.

The Trojan Light Pen will draw boxes, circles, lines,
freehand pictures, save and load pictures with full erase
facility.

Allin Hi-Res screen in any of 4 colours for the Dragon/
Tandy, 8 colours for the Spectrum and Vic 20, and 16
colours for the Commodore 64.

For educational or leisure use.

REYAN

Micro Computer Software & Accessories

Send cheque/P.0O. to.
TROJAN PRODUCTS (CGT)
166, Deriwyn, Dunvant, Swansea SA2 7PF
Tel: (0792) 205491.
TRADE ENQUIRIES WELCOMED

dow showing the suspects
sitting in the scene if the
crime with a cursor that

maT o Arran ARiante
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to land in trouble. His ship
has landed on the top of a

8NOTT gﬂ-unugu HNULIUSY UILLY I
ketchup _bottlg in, A

P

Elite 14 45 11.25 & vy 15 kill 1095 ]
On Court Tenris 10.54 .59 Airwo 758 590
On Figld Foothel 10,54 §59 Hubibit 14 95 5.00
Slar League Basshal 10.99 B 59 Horgs Revenga 790 .00
Sirip Poker 258 T84 Supear Husy 11.85 .00
Tir N& N 985 7.50 Combal Lyra B85 £.08
Twin King WValley .50 458 Londs of Midnigh L =] 750
Beactead 995 7.5 The Fourth Predoco 12495 588
Soks Flight 14 55 1120 Shadiowfine 895 7.50
Death Star Intercepior 8.8 7.5 Arabian Kreghts 700 525
Bruce Lew VL 750 Cad Cam Wamior 9,85 .50
Malg Commarsier 0es 7.50 F15 Sanke Eagle 14 95 11.20
Spitlin Aca g.a5 75 Black Thunder 7.45 550
Ghosttusters 1058 L] Archon 11.85 9.4
Battin lod Meadvery 945 7.50 Iirpadzi b Nigsion 895 .50
Franki goss [0 Hollywood 545 7.50 Castie of Temw 595 7.50
Dadey Toms Superiest 785 b Hunchiack | .90 500
Hick Faldo's Golf LR T.50 W 1chpoint T Eﬁ w83
Kokotini Wil 8495 5.2 Raid on Bungling Bay 985 750
LANEDn 5845 T.5 Cypheed 8 9.95 E 50
Summer Games 1458 1.3 Tem loves Crickt .95 7.50
Duo Vadis 595 7.50 System 15000 14,05 o608
Skl ock 14,85 10549 Inismat. Football (RO | 14,95 11,20
Diam Busters 5.95 T80 Cokessus Chess 995 7.50
Mabchday 7.95 5.0 Gremlins 9595 1.5
Raid over Mostos 9.5 TED Jat Sat Willy 7.5 5400
Siaf ol Kamalh 9.95 T.50 The Boss 885 7.5
Bllue Max .54 | Supsr Gran 295 E 50
Tappes 3,95 7.50 Everyones a Wally 5 L] T 50
[=Fp- F ] 14.5% LR Aoland Rat Pace 7.05 5.85
Ir1. Baskeiball 5,09 458 Baunly Bob 90949 T.50
Jump Jat .85 | Ermbnemibeed 9.95 1.50
Wanic Miner L] 585 Ciauldron 705 5 )
Dakey Thamp Decathion T8 580 Azimuth [Fead akgnment) f.59 1.80
Scrabbbe 12.95 1089 Chopliber 0 55 I? -1
Fighter Pilor 905 7.50 Hard Hat Mack 9,95 1.50
Pitstop L B25

Jet Sat Willy 1l &.85 6.7 * &« COMMODORE 18/PLUS 4 &  *
(hasmado 905 7.50

Fuun 5 85 7.50 GBI/ Plus 4

Sireel Hawks 7.95 5 90 Sappery Sid £.95 590
Amencan Football 9.9% 750 Olympiad E05 524
A View 10 K0 10.99 A 59 R A back &85 5.25
Sgry Hunber R .00 Lunar Dotkng B 05 5.25
Workd Senies Basetsll .68 5,80 Las R -] 5.25
Figthul ol fun 9.0 7.50 Canoe Slalom 745 6,50
Sipitfing 40 9.0 1.50 Supar Gran 985 T80
Slap Shat 585 1.50 Saper Gran Mdventufe 1.55 5.5
‘Wizb Dimenson 10,54 .99 Dieterce 16 f.9¢5 580
Boulder Dash 855 7.25 Rl Kong 555 550

COME AND PICK UP YOUR SOFTWARE AT “MARBLES SHOPPING CENTRE, UNIT
11-12, 527-531 OXFORD STREET, LONDON W1R 1DD (1 MINUTE FROM MARBLE

ARCH TUBE STN
OUR SHOP WHICH IS OPEN 7

FURTHER TITLES AND OFFERS AVAILABLE A
DAYS A WEEK FROM 10.AM — 19.00.
ABOVE DISCOUNTS APPLICABLE Gf’é«l I_II:'SF?DUETIDN OF THIS ADVERT AT QUR
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The prize — an Enterprise 64

Tmlad To get round this, I serious, one no

. : one not very Castle Hﬂﬂgna Piers An- that, when drun
developed the following serious at all. thony has one of tlre most causes you to fall h

mathucl Having decided on Guide to Adventure fertile imaginations I have 1y in love with thy |
mada a lHot ~F ~ S -==~a anmnaa anrd his books creature of tha nnnngl

Did you win a prize in our
competition to design a one location
adventure? Find out as we present
the winners.
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| The first Transmission of =T - TR o b7 AR e A o 2.1
1 Computer Gamer set the in- r
teresting problem of I
' designing an adventure '
- game that would be played
within one location. As an TExT
inecentive an Enterprise 64 ' i
was offered as a prize. ' 5 DO
| Soon the Gamer offices | s (Pithuas)
J were flooded in entries in '
| which players fought | '
& wizards, snakes, demons P S
A and even school girls bran- vl — gl | = Ny i
; :_;1.13]‘111'1!_%1I hockey st.liclcs- Dur- T e -‘.uud-f:aw
1 ing ese exploits the e e | ke
I players took on the guises ,‘% -— J135 am Dﬁ ik
| of brave heros, husbands P | TR vants |
- held to ransom (by their - =
il wives), the Editor of Com- Shest, et i i o g 1 o |
!I:-i puter Gamer, and even the par THAE CHALW AREA T S
it soul of a person wrongly g, T Time
i sent to hell who then had to o | ioni ' 13
i ﬁa and kill his way to WRITE " PAGE 62 OF youm TEXT GOOKS ™ | i . 2 ﬁ;
i eaven! >
|]s; Eventually a shortlist v N T ~ Fhr?
i was selected and a winner curace Hetdoble X o2
chosen. He is Tim Branch a (moves. doven Jo d
§ 14 year old schoolboy from approprde q
j Reading who is now the sukgeek) -
1HE proud owner of an Enter- '
- lE prise 64. The winner — April Fool by Tim Branch. The games screen display.
|
' COMPUTER GAMER JULY 1985



His winning adventure
was set in a classroom

(hopefully not his own), it
is ﬁm on April 1st. You
ﬁ{fﬁ the poor Teacher who

8 to survive till noon, the
fraditional end of April

Fool's Day, without having

& nervous breakdown. e

TordrF

Your stress level is
measured by a bar on the

PuPL'E

screen display which in-
creases whenever you are

caught by or ‘fall for' an

April fool prank.
It is possible to lower

your stress level by getting
things done, such as taking

the register or collecting in
homework. The first
diagram shows an example
of the screen layout in-
cluding separate text,
graphics and command
windows along with a
timetable that should be
worked through if you are
to survive the morning.

Also displayed are the

T ATENT

CEEART

[T T
L e AR S

s &7 '__...-U-IHFI‘II.I
[ -
i oy

stress bar, the time and the
number of detention slips
that you have left. Unfor-
tunately you can't leave the

of the jokes. These include
chalk on your chair which
fr?él can avoid by examin-

your drawer and a booby-
trapped cuptsird with a
bucket of water that will tip
on you unless you stand
out of the way when you

Robert Blacknell's Tragon's Study.

in which
British agent who had to
retrieve a codebook from

8mith from Droitwich,

you played

played Eecaan in his at-
tempt to find a document
on the future of Computer
Games hidden in the study
of a fellow supreme Gamer.

open it.” Throughout the adventure
The runners-up in the you are aided by a droid
competition were Mr. D. A.  called Cluebot whose help

The plan of the classroom in April Fool.

you certainly need as the

room to get any moreorthe Worcester, Robert puzzles were set by so-

kids will jump at the Blacknell from Essex, meone with an IQ of over

chance to set up some more Moore from Dart- 900.

practical jokes. mouth and Sam Ayres from Murder most foul is the
The second diagram Northampton. r 8mith subject of Chris Moore's

shows the layout of the chosea railwaycarriagefor ‘Murder at the Manor'

classroom along with some the setting of his adventure where you play Inspector

a who must solve a classic
murder mystery.
The judges were par-

chair or your stress Soviet ERJI"E onboard a train  ticularly impressed with
level will rise. Other pranks to Holyhead. the way Chris would imple-
include a vaseline covered In Tra.gnn‘a Study by ment the game on the com-
blackboard, a mousetrapin  Robert FBElacknell you puter’'s screen. The display

contains a graphics win-
dow showing the suspects
gitting in the scene ii, the
crime with a cursor that
can be moved over objects
that you wish to examine
or take ete. These command
options are selected from a

acintosh style pull down
menu and effect whatever
is under the cursor. For ex-

TRACONS
aTuHoY

T
%r

o

N o

L

%

ample if you wanted to ac-
cuse someone then you
move the cursor over that
character then select AC-
CUSE from the command
bar. The screen is com-
pleted by a text screen and
a8 zZoom./examine screen
which displays closeups of
any objects examined.

DF{-

The final winner is a
complete contrast and was
sent in by 12 year old S8am
Ayres. It tells the story of a
Splodget who has travelled
to Earth from Cuboid on a
short age holiday only
to land in trouble. His ship
has landed on the top of a
ketchup bottle in a cafe
north of Watford Gap. To
complete the adventure he
must retrieve a screw to
mend is craft while
navigating dangers such as
a spider and a truck driver
who will soon reach for the
sauce bottle destroying the
Splodget’s ship.

Congratulations to the
winners and better luck
next time to all the other
entrants. Keep watching
these pages for more ex-
citing competitions to win
fantastic prizes.

A Splodget on a sauce bottle by Sam Ayres.
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Here is a guide to the sym- Title:
bols used to illustrate the
game reviews. Computer:
Supplier:

Price:

=] ¢

think you could
hatifia.bly criticise Hill
acGibbon for the blurb
they put on the cover of this
software and book com-
bination. They say that the
cassette includes four ar-
cade games (which are on
side one of the tape) as well
as an arcade adventure
game (on side two). But,
when you load side one of
the tape, there is only one
Erugram on there, not fr.mr
o what you are really get-
ting is a Einglla game with
four screens ose I'm
being a bit picky, but on the
other hand, I don’t think
anyone would describe JSW
as being sixty separate
games just because it has
more than sixty screens, so
I do think that Hill MacGib-
bon are being mislﬂﬂ-ﬂ.ln%
by deﬂerihin% side one
the tape as four separate
games.

I wouldn't mind 8o
much, but these four
‘games’ are all very
primitive, being just one
step above space invaders.
Each game is based upon a

m@@o 0 |

character from the book
(Mike Teavee, Augustus
Gloop and e¢o.), and apart

from the Augustus Gloop
screen, they are all stan-
dard collect-the-object-
avoid-the-monster games,
with small, flickery
graphics.

ou Aare Bufp%ﬂﬂﬁd to
finish all four of these, and
collect & code which will
allow you to enter the ‘In-
| credible 43 room Arcade
Adventure’, but frankly I
found them all s0 boring
and unaddictive that I gave
up and played the game on
gide two by using the cheat

Charlie and The Chocolate
Factory

Spectrum 48K

Hill MacGibbon

£9.95

mode. This cheat mode is a
ood idea, ving you in-
inite lives, but not allow-

ing you to 'finish the game

mmplately If only the
ame itself were as good.
nfortunately, it's just the
usual platform and ladders
furmu a. — again with fair-

ly raphics. It's not a

ba plat orm game actual-

ly, and with better graphics

would probably e a

ood budget game, but for

.85 it's ﬂusy value aven
with the book and the four
screen on side one, thrown
in.

What's .1 thought
that the ter:n ‘adventurs’
implied that a game in-
volves some manipluation
of objects as well as just
?ﬂﬂd timing and rﬂflaxaa
which are arcade skills), in
which case calling the game
an arcade-adventure is also
a bit misleading. I suspect
that Hill MacGibbon's
marketing men have picked
up a bit if software Jargon
E.nd % one overboard using it

eir claims for iz

pa.ck e.

I r.!.t.':n t want to be totally
negative about this pack lﬁ
(honest!), and I do thi
that attracting children to
books via computer games
%]E adguud idea, bl;ltiﬁl s to

e done proper e wWay

that Mel uggﬂ House did
the Hobbit, for instance),
and frankly the software
in this package just doesn’t
do justice to the book.

PLANET RATINGE

Originality L 1]
Graphics [ ]
Use of machine [ ] ]
Value for money [ 1)
STAR RATING

White Dwarf
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Computer:
Supplier:
Price:

Chicken Chase
Commodore 64
Firebird

£2.50

$ L

he Pardon my Franglais mais
d. Sacre Blue! C'est une piece
e de French software avec un
I'S touch of ooh-la-la. Je ne
r- think pas je can cope.

B L'action takes place
al- dans la henhouse ou nous
CE find le cockerel avec
a l'amour on his mind. L‘in-
or ner sanctum avec une heart
N sur la porte est where le
;‘13; real fun et games takes

place. C'est where Madame
Hen waits for le Monsieur's
attention. Ce part de 1la
game est ‘idden from view,
et quite droite too!

Apres la visite du Mon-
gleur, la hen emerges et
climbs sur les platforms to
lay un ceuf from which un
oeufspring will be 'atched.

AuX meantime, les
various creatures entre
dans le henhouse intente

on eating les ceufs. C'est le
job de la cockerel to chase
les interlopers away — un
sorte de chicken chasseur,

If le cockerel ne defends
pas 1'oeuf avec success then
la hen frappes him sur la
tete avec un rolling pin.

When vous n'est chasing
les beasts, wvous must
mange corn et 1'odd worm
qul crops up to maintain
votre strength. Vous must
also pay 1'occasional visite
to la place d'amour for to
make more oeufs. If vous
ne them make pas et 1’'oeuf
‘atches, then le chick mar-
che to la porte and rings la
bell. Then la hen will make
avec l'aggro about la tete
again.

Anyone qui thinks that
un cockerel's list est tres
comfy has un autre think
coming. L'arrival des
creatures (hedgehogs, rats,
stoats et les tres fast

snakes) est tres frequent et

Title:
Computer:

Supplier:
Price:

Frankenstein 2000
Spectrum 48K

Icon

£7.95

= #

Frankenstein 2000 is a
mildly enjoyable
dodge/zap/collect game,
g8t inside the body of the
Frankenstein monster.
Riding inside vyour
miniaturised submarine
gﬂu visit various parts of
I8 body in order to reac-
tivate the slumbering hulk.

Each location presents a
fairly familiar task — for
instance, when you are in
ihe trachea you must avoid
hordes of frogs travelling

up the screen
(trachea = throat, frogs in
throat, gettit? Actually, it
took me a while to get that
joke,)

In other locations you
must avoid objects such as
cigarette packets and Car-
bon Dioxide sprays in the
lungs, and certain greasy
objects in the stomach.

The graphics are ok, but
not particularly wonderful,
a verdict which I feel ap

plies to the game as a
whole. I found that
each screen presented a

small challenge, but that
after a couple of tries they
all became fairly routine.

COMPUTER GAMER JULY 1985

vous will ‘ave votre job Cut
out to keep les oeufs safe,
Les graphigues est un
peu blocky et not quite
what nous are accostomed
to mais le game n'est pas le
demi bad though l'appeal
Imay warne.
JG

Une aspect of the game's
design that became a bit
boring was that the se-
quence of locations is fixed.
You can't visit them in any
order, as you could in, say,
JSW, s0 after a few games I
became thoroughly bored
with having to navigate the
same locations over and
over again, After spending
a while getting a fair way
into the game, I just
couldn’t be bothered to
keep on going back to the
start just so that I could
work my way back to
where I had got to in the
previous game.

Apart from that one
criticissn of the game’s
design, I can't honestly say
that I have a particularly
strong opinion about the
game one way or the other.
It's just rather un
distinguished, neither very
good nor very bad. :

lJi

FLANET RATINGS

Originality saane
Graphics [ 1 ]
Use of machine e
Value for money L2 1]
STAR RATING E
White Dwarf

PLANET RATINGS

Originality (T
Graphics [T}
Use of machine (1)
Value for money L ]

[€]

STAR RATING
White Drawf




Title:
Computer:
Supplier:
Price:

EVE P
Ultimate have a name for pro-
ducing games of very high
quality and great originality
Entombed should have been
another one of these, it has
all the right ingedients but
somehow they don’'t add up
to a good game.

The story goes that you,

Title:
Computer:
Supplier:
Price:

SR S
The Rocky Horror show
was a peculiar musical and
film, now its a very odd
game,

In it you play either
Brad or Janet, as you try
and rescue the other from
the clutches of the evil Dr
Frank,n,Furter whose
medusa machine has turn-
ed your partner to stone.

Unfortunately, the De-
medusa machine, has been
dismantled and scattered
throughout some rather
strange rooms. Your task is
therefore to assemble the
pieces, free your loved one
and escape the mad Doctors
castle.

However you will have to
cope with the castles
strange inhibitants as you
pursue your quest. These
include Riff-Raff a manic
depressive butler, Magenta
the maid, Columbia a
groupie, Rocky Horror —
one of Frankie's creations
and Eddie

Eddie is a failed experi
ment who is kept frozen in
the freezer. Unfortunately
he frequently thaws out
when he charges round the
castle on a motorbike. If
your in the way and he

-

3 L

Entombed
Commodore 64
Ultimate

£9.98

oir Arthur Pendragon have
discovered the Eye of Osiris,
an ancient Egyption magical
relic. However whilst in the
process of exploring the Tem-
ple you have become trapped
and you must now find your
way out. To aild you in this
quest there are two objects
to be found, a magical whip
(shades of Indiana Jones) and
an electric torch. The whip
can be used to dispose of the
mummies, cats, bees and
flies that constantly assail

The Rocky Horror Show
Spectrum, C64

CRL :

£8.95

you whilst wyou wander
around the corridors. The
torch is used to illuminate
parts of dark rooms other tor-
ches cannot reach!

The whip makes a great
crack sound when used and
another good feature is that
the torch beam must be
directed around the room like
a searchlight.

Just to confuse the issue
are the Crows that fly around
from time to time that
sometimes carry Ankh sym

COMPUTER GAMER JULY 1985 [

bols with them. If you know
that Usiris, the Egyption god
wWas part crow and also that
an Ankh is the symbol of life
then you will work out that
by jumping up and touching
the crows you gain extra life.
If however you are ignorant
of these facts then vou are
stuck!

Life is not arranged in the
standard way of having a fix
ed number of lives and each
time you die returning to the
beginning. Rather it is arrang.

C



ed that you have a life force
that is diminished each time a
nasty collides with yvou. This
force can be supplimented by
fooling with the crows as I
said but you still die pretty
quickly if caught in a blind
alley without the whip.
After a spot of aimless
wandering you will usually
stumble upon a doorway,
through which the magical
whip lies. Obtaining the whip
18 not easy though because

as you enter a large number
of rolling balls are released
which you must dodge.

The graphics are what you
would expect from Ultimate,
that is, excellent and the
sound isn't bad either. With
all this said I must return to
my C-pening statement and
say that I found this game
very, very boring indeed
egpecially in the early (pre
whip) stages when the game
consists of wandering

COMPUTER GAMER JULY 1985

Refo Vel W=

though passages being slow-
ly smegged!

d.D.
PLANET RATINGS
Originality [T 1)
Graphics L 1 1
Use of machine o
Value for money L 1
STAR RATING it
Nebula L ah

runs you down, you lose
yvour only life. Consequent-
ly, at least a part of your
strategy should be to keep
returning to the freezer to
reactivate it to keep Eddie
under control. Although
Eddie and Riff-Raff can kill
you (with a raygun) the real
pain is Columbia. 8he
mistakes you for her idol
Fddie and tears your
clothes off. This leaves you
helpless until you manage
to find them again, where
she's lying in wait again.
The graphies of the
games rooms are excellent
and there's surprisingly lit
tle difference between the
two versions except of
course the Spectrum lacks
the 64's excellent music.
My only criticism is that
the animation of the
characters is a little stiff
but that doesn't alter the
fact that it is a very odd and
even sick game — but great
fun to play.
T.H.

PLANET RATINGS

Originality (11 ])
GGraphics e
Use of machine (11 7]
Value for money sEe

STAR RATING
Bright Star
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Title:
Computer:

Supplier:
Price:

Quasimodo, that loveable
hunchback with a passion
for bells, is having another
swinging time in the belfry.
His problem this time is
that the King's soldiers
hold him responsible for
the missing crown jewels.
Although he didn't take
them, he knows where they
are and he can only prove
his innocence by putting
them back in their cases.
At first Quasimodo must
fend off the soldiers scaling
the walls by throwing
rocks at them, all the time,
taking eare not to be caught
in the hail of arrows.
Success at this stage
allows Quasi to gain the
first jewel and descend to
return it to the jewel cases.
The next jewel is not so
easy to reach and its
recovery involves swinging
rom bell-rope to bell-rope

Title:
Computer:

Supplier:
Price:

Bl ¢ &

Knight Lore' is one of those
games which had achieved
cult status on the Spectrum
computer last year, when it
was released by Ultimate.
Now with the revamped
company is converting
their older 8Spectrum
listings onto the BEC

6

N

e)

Quasimodo
Commodore 64
US Gold/Synsoft
£9.95

on a long upward climb. All
the time the bats, awaken-
ed by the bells, fly to and
fro. If Quasi is hit by a bat
he will fall to his death
unless he is hanging onto &a
bell-rope.

Fach rope has to be set
swinging and jumped from,
at a fairly precise point on

Knight Lore

BBC B & Amstrad
Ultimate

£9.98

Micros & Amstrad. Knight
Lore is an excellent gamse,

perhaps the best in its
genre.
The story oaenires

around an adventurer curs-
ed with the terrible malady
of Lycanthropism, that is
turning into a Werewolf at
night, and resuming his
human characteristics in
the day. In order to rid
himself of this curse, he
must first find the Wizard's
room inecluding Wizard pac-
ing around the room and
cauldron bubbling away,
emitting eerie messages In
the form of ingredients for
the Werewolf cure. Your
task is to find the various
‘treasures’ which make up
his cure.

Unfortunately, there are
tasks within the adventure,

its length, if the next rope
is to be grasped. The anima-
tion, which is otherwise ex-
cellent, is a little disappoin-
ting when Quasi falls, but
hopefully it will not be guf-
fered too many times.
After the recovery of the
jewel the climb down is just
as torturous and there are

involving walking in and
around, over and under
some of the most surreal
obstacles I have ever met in
a computer game.

For instance, very early
on in the game, you have Lo
take a treasure, surround-

—ed by spiky balls (looking

like the old world war £ sea
mines), as soon as the
treagure is taken (a max-
imum of three at any time),
then the balls start descen
ding, normally landing on
you!

Other characters, intent
on stopping you reach your
gquest are CGhosts, Statues
(looking like Rats with
fangs!) and bouncing balls.
VERY stupid guards, on
patrol duty, and animated
cubes, all very weird!

Poasibly the most annoy-
ing of all the characters, is
s force field, which pushes
yvou into the nearest
spike/ball/opponent, and
thus depletes one of your
four lives. There are in total
seven ingredients, and
some dummy treasures,
although these can be used
to jump over obstacles.

As an adventurer, you
can enter most rooms, in-
cluding the Wizard's rooms
and. the ‘force field' room
without being harmed.
However as a Werewolf,
you are immediately at-
tacked by the force in the
cauldron, and some of the
spiky balls come down
faster and the bouncing
balls home in on you, but
you do have the advantage
of being able to jump much

more of those wretched
wall-scaling soldiers 10
overcome, will they never
learn?

The third jewel lies at the
topmost point of the bat-
tlements. Windows oOpen
and close as soldiers take
pot shots at Quasi and near
the top, still more soldiers
rain down boulders on his
head.

So the game continues,
the next jewel is not so dif-
ficult to recover but the

“bats are more numerous

and the soldiers efforts to
gcale the wall become more
energetic

Another excellent addi-
tion to the US Gold label, I
have a hunch that it will
ring the bells on tills up
and down the country.

JG
PLANET RATINGS
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Graphics sees
Use of machine (111
Value for money (1]

STAR RATING
Nova

longer distances, so the
spiked floors are less of a
hazard.

In comparsion to the
original version of the Spec-
trum. ‘Knights Lore’ is a
well implemented game, it
uses only two colours on
the beeb and three on the
Amstrad but the individual
characters are well detail-
ed and move around
smoothly.

The ‘three dimensional
graphica’ are very good,
giving an added feeling of
space and room in the
game, the bounderies of the
castle in which you are ex-
ploring, are obviously age-
ing and falling apart, and
the sound effects are good,
if a little undemanding.

Knight Lore, is one of

those games, which find
the right balance, pulling
together axcellant
graphics, a good story and
a character; I must admit to
being a Lycanthrophile
(lover of olves) myself

and the Werewolf is very
good, es?eclall;.r when he
goes ‘flippo’ belween
transformations!
A good game and highly
recommended. . .
ﬂiﬂ‘fTJin-

PLANET RATINGS
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Title:
Computer:
Supplier:
Price:

i # L

Oh dear, what have Taskset
done now? I remember
Taskset as being a par-
ticularly refreshing soft-
ware house that produced
reat and original software
or the Commodore 64.

SBuper Pipeline for the
C64 was great. Super
Pipeline II for the C84 was
also quite good, thought it
was only a variation on
Super Pipeline, however
Super Pipeline II for the
Amstrad is no where near
Taskset's usual standards,

The game play remains
similar to the Commodore
version, but it is the
graphiecs that let the whole
thing down. The Amstrad
has marginally inferior sta-
tionary graphics to the C684
and of course no sprites. To
get the movement right
you have to move around
chunks of the stationary
graphics screen to produce
the right movement effect
On some Amstrad games
this has been done very
well indeed, but it is the
Taskset moving graphics
ihat let down Super
Pipeline II.

The main problem is
when the moving
characters collide with the
background — they disap-
pearl This can be quite a
problem as a lot of the ac-
Hon revolves around duck-
ing in and out of the pipes

£8.90

Title:
Computer:
Supplier:
Price:

i # L

As a helicopter pilot your
task is to destroy the
enemy power plant. To do
this you must complete
three screens interspersed
with refuelling screens.

On the first secreen your
chopper appears on the
right of the screen. You
must dodge up and down to
évoild oncoming choppers,
{iring as they fire back. Oc-
cagionally, a jet plane or a
large chopper flies across
the screen.

Super Pipeline II
Amstrad
Taskset

to fix leaks and shoot
nasties. This gets very dif-
ficult when you start to col
lide with nasties that you
can't even see because
you're behind the pipe.
This aside (though you
can't really thrust it aside
that easily) there iz a lot
less wrong with it than
most games purely because
the gameplay is so good.
The idea behind the game is
that you are Foreman Fred
in charge of a workman
keeping a set of water pipes
in good shape. The water
flows through the pipe and
down into a set of barrels at
the bottom of the screen.
All is not that simple
though (is it ever?), various

Chopper
Commodore 64
Sparklers
£2.80

After a time limit has ex-
pired you must guide your
helicopter to refuel with a
plane.

Next you are on the
right of the screen facing
oncoming balloons, air-
ships and geese with no
weapons to hand. You must
dodge up and (yawn) down
the screen to avoid colli-
sion.

After a (yawn) time limit
you must refuel again.

The final screen is the
power plant which has
three locks hidden deep in
the mountainside. By dodg-
ing the non-destructable,
non-firing guardian chop-
pers you can shoot out the
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types of nasties are runn-
ing around trying to kill
you and are drilling holes
in the pipes letting the
water out. You must take
your workman down to the
nole and have him repair it.
You are also armed with a
sort of laser pistol that can
eliminate most of the types
of nasties.

Between screens you are
treated to an ‘interlude’ of
animated graphiecs which
are really quite good — look
out for the C5. Each screen
has a different pattern to it,
and the number of barrels

radually inecrease. The dif-
erent patterns of pipes pre-
sent a different tactical pro-
blem for the pipes' defence.

STREE -  SRus LAY

As I mentioned before
the graphics leave
something to be desired,
but that may not deter
some people as much as it
did me. The game play is
quite good. Usually it's a
case of ‘nice graphics,
shame about the game’ this
time though it'a nice game
shame about the graphics.

MR
FLANET RATINGS
Originality seees
Graphics 1]
Use of machine [ 1 1]
Value for money L 1 1 1]

STAR RATING
Bright Star
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locks and gain access to the
power plant. That is assum-
ing a third helicopter
doesn’'t get you first.
sounds uninspiring? It
15, a 8parkler without
sparkle. Chopper round for
something else. (Z2Z2Z2zzzz) "
dJ

PLANET RATINGS
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Value for money

STAR RATING
Black Hole




Title:
Computer:
Supplier:
Price:

2 il #

This started off quite well,
but soon became a bit bor-
ing because it’s one of those
es where all the screens
ollow each other in a fixed
sequence, so that in order
to master each new screen,
you have to go through all
the earlier screens time and
time :3&1:‘1. And, though I
enjoy playing the {first
few screens 1 just got so fed
up with constantly having
to go through them just to
try and see the next screen
that it soon stopped being
fun.

In some of the screens
you have to collect letters in
the correct order to spell
the word ‘Arabian’, whilst
on others it's just a matter
of surviving as you row a
boat, or fly on a magic
carpet and try to avoid the
nasties chucked at you.

Some of the things that
you have to avoid, such as
an eagle or some spirits,
have fixed patterns of
movement, so that avoiding
them simply becomes a
matter of committing those
patterns to memory, which
makes some of the screens

Title:
Computer:
Supplier:
Price:

& ¢ L

Hyper Sports is the first of
the onami arcade
machines to be licensed by
Ocean under the Imagine
la.bil {Ega d:}ewls_tl]. 27,85

nyoo wiho [as v

the arcade game wﬂl im-

mediately recognise the six
events represented in this

V2 O
O

Q

Arabian Nights

Spectrum 48K
Intercepter Micros
£7.98

(such as the '.rﬂr;iv first, Sin-
bad's Ship) a bit dull and
repetitive once you've
rmastered them.

The %raphicﬂ actually
look a bit dated and some of
the screens remind me of
the old Imagine game, ‘The
Alchemist’, though the
sprites in ‘Arabian Nights’
look a bit smaller than in
‘Alchemist’. I also think
that the collision detection
was a bit suspect on occa-
sions, though mainly on
the first screen, where I %::t-
killed a number of times by
an eagle that looked like it
was still a few pixels away.

Given an infinite lives
POKE, so that you wouldn’t
keep having to go back to
the beginning and retrace
gﬂur steps, this would pro-

ably be quite an enjoyable
game, but as it is, that cons-
tant trek through the early
screens was too repetitive
for me.

C.d.

PLANET RATINGS
Originality e
Graphics [ 2 ] )
Use of machine (11)
Value for money o e
STAR RATING E
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Title:
Computer:
Supplier:
Price:

VKPS

In EKomplex yvou play the
part of a ship commander
on one of the strangest

planets ever devised. The
idea is to progress through

the various different levels -

of the planet that is
Komplex. Opposing you in
this task are various
denisons of the planet such
as monitors, wardens and
the millions of surface
lazers.

The screen display isof a
window looking out onto
the planet. At the bottom of
the screen iz a large bar
chart that shows the levels
of all the defensive shields
that your craft is equipped
with. In the centre of the
screen is the all important
lazer which is used to blast
the monitors and wardens
into little bits should they
be so foolish as to wander
into your sights. Another
feature of the planet are the
motion detectors and also
loads of black slabs (a la
2010). If you fly over a mo-
tion detector or into a black
slab this sets off an alarm
and even more of the
wardens and monitors
begin to assail youl

Hyper Sports
Spectrum
Imagine
£7.95

version. They are swimm-
ing, skeet shoot, horse
jump, amhexi"};i triple jump
and weight 1 n%. e pole
vault has had to be omitted
from the computer versions
because of memory ocon-
straints however this
doesn’t destract from the
game.

Each event is performed
in the standard
“‘Decathlon’’ style by press-
ing user defined keys to
build up Eﬁ)&ﬂd before press-
ing another to jump or
breathe in the swimming.

Correct breathing is
essential for a good time in
the swimming event for
taking a breath underwater
can have predictable ef-
fects.

If you finish within the
set time you qualify for the

next event.

This is true of all events
and is my only critiscim of
the gams. The fact that you
have to perfect one event
before you even get a
chance in the next one. Ob-
viously this is true in the
original arcade game where
they want the maximum
games, and therefore 10p's
in a ﬂ&%. but it
would have been sporting
to allow home users to
practice individual events.

The games graphics are
excellent, a lot better than
in Daley’'s Deacthlon, with
faultless scrolling and no
smudging of colours, This I
understand is due to a new
technigque Ocean have
developed where they can

et 4 colours into one at-
ribute square where only 2
are normally feasible.

I was delighted to see
that they found room to in-
clude all the extra little
features that make a game
so0 much more enjoyable.
Such as the man winking
after he has achieved a
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Komplex
Spectrum
Legend
£9.98

Ags the game iz called
‘Komplex’ it could not be as
gimple as this — it isn't.
There is a central control
computer that can only be
destroyed after the letters K
OMPLE X have all been
found, there is docking pro-
cedure and for some
unknown reason, if you let
the dust from the monitors
that you have just blasted
gettle, then your shield
strenght increases!

Also included in the
Komplex editor, this is,
Legend claim a collection of
all the ﬁ)ﬂkﬂ‘ﬂ that people
would have thought up
anyway! Thus this allows
you to switeh off all the
nasties and wvarious other
useless things. Graphics
are good, sound as good
and can be expected from a
Spectrum, but the game
itself lacks any lasting ap-
peal. The pictures are all
ve?r nice but it just doesn’t
add up to a good game.

JD
PLANET RATINGS
Originality (] ]
Graphics assss
Use of machine sSess
Value for money L 1]

STAR RATING
White Dwarf

[]

perfect score in the skeet
shoot and the weightlifters
knees wobbling as he strug-
gles to lift the bar. This is
probably why the program-
mers were only left with 2
spare bytes.

The only question is,
where does it leave Daley
Thompsons Supertest? This
is Ocean’s own sequel to
Daley’'s Decathlon and
features events that are
coverad by this and
Durrel's Brian Jack's
SBuperstar challengs.
Development of it was well
on its wu.i,' when the
Konami deal was signed.
Either way it will do well if
it matches the quality of
Hyper B8ports which is
destined for number one.

T. H.
PLANET RATINGS
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Dangermouse in Double

Trouble

Computer:
Supplier:
Price:
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There have been a lot of
criticisms of ‘spin-off’
games, ie games that use
characters or events from
other media. The original
complaints were that the
game play would suffer
merely to keep within the
bounds of the story,
Luckily with games like
Ghost Busters, and The
Fourth Protocol, this has
not happened, but with
Dangermouse I'm afraid
that all the worst fears
were realised.
Dangermouse is one of
the most appalling games
that I have ever zeen. It
comes in three sections or
épisodes. In part one DM is
ing his aerocar toward a
ungle. Towards him are
Ying various robots, in
garlier levels all you have to
do is line yourself up with
the nasty and it is shot
down automatically!
(yawn). However in later
levels it gets a bit harder as
you need to select which
nasty it is that you are go-
ing to shoot on another
screen at the bottom of the
main display. This bit is
VETY 8asy.
n the second level you
have to jJump across a pond

Title:
Computer:

Supplier:
Price:

) #

My arcade weary brain
Wwasn't really looking for-
ward to reviewing yet
another ‘official’ version of
F&t another arcade
glasgic’, but I have to ad-
mit that Tapper won me
over. This is the first arcade
game that I've played for
quite a while that had me
up until after midnight try-
ing to beat my own high
800,
You take the part of a
an who has to ensure
that all the customers in
his bar are served with
drinks, and, at the same

Amstrad
Creative Sparks
£7.98

on the back of an alligator a
la Pitfall. Then jump over a
puma type creature, or for
bonus points he ean run to
the top of a tree and do a
Tarzan call and scare the
animals away.

In the third level (great
graphics shame about the
etc. etc.) you have to press
buttons according to col-
ours and which ones the
Baron is pointing to, dur-
ing this time Penfold is run-
nin%J around being chased
b ero and will mess up
DM if he doesn't jump.

Then it's back to the
beginning again. Overall
this is a very tedious and
boring game. The graphics
are quite pretty and on the
highest level it does give
some challenge, but the
game play is still extremely
boring. Considering the
subi;ct matter it is pro-
bably aimed at a young
(less than 12) market, but
even so I know a lot of very
%;Dung players that would
ind it as boring as I did.

Hi ! .
PLANET RATINGS
Originality LL X
Graphics e
Use of machine aeee
Value for money L]
STAR RATING 3%
Nebula .

Tapper
Spectrum 48K
U.S. Gold
£7.95

time collect all the empties
that they send back.

The screen layout con-
sists of four long bars along
which the customers pro-
gress in their search for
booze. If they reach the end
of the bar, then your
bartender is flung bodily
along the bar (just like a
Clint FEastwoo western)
and loses a life. Pressing
the ‘fire’ button sends a
drink to the nearest
customer and sends him or
her back to the far end of
the bar, but if you send too
many drinks they'll go

EhDDtin% off the bar and
emash, lo

life. The same happens if
you fail to collect any of the

empty glasses flung back at
you.

8ing you another
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Like a lot of the best
games it's really quite simple
to play, but hard to master.
At first, you only have a few
drinkers to cope with, but, as

youp 888, the number of
glassess flying back and forth
and the number of people ad-
vancing towards you (from
opposite directions on some
screens) become really con-
fusing, and you end upin a
complete panic prior to
soreaming in frustration and
collapsing over a steaming
keyboard. Even so, Tapper is
one of those increasingly rare
games that will have you go-
ing back for one more try,
over and over again.
The graphics are about as
good as you could expect,
iven the limitations of the
pectrum’s screen display,
and the figure of your
bartender looks suitably
panic-stricken as he rushes to
and ‘fro. The only minor
criticism I have of the
graphics is that sometimes,
when two customer sprites
overlap closely, they ecan

almost completely cancel
each other out and become
virtually invisible, given away
only by the occasional flicker.
This can be a bit confusing,
though it doesn’'t happen
very often, and certainly
doesn’t spoil what is an en-
joyable and addictive game.

E'Ji
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Title:

Computer:
Supplier:
Price:
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King Otto's beautiful

daughter has captured .

your heart and to win her
hand you must complete
seven tasks.
The first task is to spend
a night in the Valley of the
Zombies. As you watch the
sunset the zombies appear.
Armed with a gun, and
resumably some silver
ullets, you must shoot
them and avoid their touch
until the sun rises again.
After mastering this
task you are transported to
a forest housing a very un-
friendly wizard. If you
linger long enough for him
to fire a magical bolt or two,
you may as well give up.
The best tactics I found was
to spin around, rapidly fir-
ing as I did so in the hope
that I could blast him
before he materialised ful-

The third task is to col-
lect four statues whilst be-
ing attacked by ravenous
vampire bats. Not my idea

Title:
Computer:
Supplier:
Price:

Taskmaster
Commodore 64
Sparklers
£2.50

of a picnic. The 3D graphics
can be a little confusing at
this point but frantic
shooting will usually see
vou through.

Evil worshippers are
your next challenge and
quite a pbmblﬂm they prov-
ed to be. These cowled
monks have a very dirt%
habit of shooting back.
never managed to pass this
challenge so the next two
challenges remain a
mystery.

The seventh task is to
face the ultimate challenge:
the Castle of the Birdmen
Exactly what the ultimate
challenge is I don't know
but judging by the other
tagks it must be extremely
nasty indeed. Perhaps I'm
better not knowing.

JG
PLANET RATINGS
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Warlord

Spectrum 48K
Interceptor Micros
£7.95

= ¢

I enjoyed ‘Message From
Andromeda’, which as one
of Interceptor’'s earlier

Title:
Computer:
Supplier:
Price:
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Baseball is not a well-
known sport in this coun-
try and yet the success of
Imagine's World BSeries
Baseball must indicate a
certain amount of interest
in the subject. Now Activi-
gion's version of the sport
is on the scene, how does it
compare?

The first obvious dif-
ference is the viewpoint
which is from the first base
side, parallel to the
pitcher's field df action.
Next the less sophisticated

raphice and lack of a
arge, live action projection
soreen is apparent.

adventures, so I was quite
looking forward to playing
Warlord when it arrived.
However, having played it
for a while, I now have a
rather mixed view of it. On
the whole I quite like it, but
I do feel that some rather
sloppy flaws have been
allowed to creep in, which
could easily have been
weeded out in the early
stages of development.

he plot casts you in the
role of a Celtic Warlord,
cast onto some sirange
Otherworld. Your task is
not just to find your way
back to the real world, but
to do so before a Roman
Warlord, who has also been
placed on that world. Both
you and the Roman are the
champions of your people,
and the first to return can
claim victory in the war
between your two nations.

Thankfully the plot 1s
quite original, with nagy a
dwarf in sight. he
graphics of the various
locations, though quite
emall, are instantly drawn
and highly detailed. Ex-
cellent use was made of

Star League Baseball
Commodore 64
Activision

£10.99

The options available
belie the American origins
of the game, where more
emphasis is placed on tac-
tice for a more informed au-
dience.

To give you a chance at
batting practice you can
elect to face ‘Heat' Muldoon
in a series of random pit-
ches until such time as you
feel ready for action in the
b %ﬂma.

e options for the bat-
ter involve two joytick posi-
tions and the fire button. If
the fire button is held the
ball is bunted and if press-
ed briefly a full swing is

pla.rFEd.

he main game consists
of the usual nine innings
and the pitching functions

#

shading in these pictures,
often using wvery small
Frnups of pixels, and clear-
v a lot of effort has gonein-
to them. I wish though,
that a similar attention fto
detail had been lavished
upon the game's
Vocabulary. Any adventurs
that does not recognise the
verb ‘Open’ is clearly going
come in for some criticism,
and rightly so. Another
aspect of the game that I
found irritating was thaf
often, upon arriving at &
new location, you will be
told that you can see, fof
example, a tree or a bridge.
Then as soon as you ab
tempt to manipulate or exs
amine these things it tu
out that the program does
not recognise the words
‘tree’ or ‘bridge’. Ther
doesn't appear to be &
‘Help' facility either, whici
ig something I missed a lots
Oh, and the dreaded spells
ing mistakes has croppel
up too, with ‘weapon’ spel
‘weopon'.

As I mentioned earlier
those sorts of flaws are jus
plain sloppy and could eask
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but during the day the
one level of play and that's a place is teeming with ac-
pretty high standard. As tion. Should the Doctor
with most sports game, a choose to attack someone
hle human opponent is always when others are present,
ns preferable. they will rush to the aid of
re ~ Now for the big ques- their friend and the Doctors
AC- tion, which wversion do I life will be in danger.
31- prefer? Sorry but I'm going FEasy pickings can be
t0 duck out of this one found in the graveyard but
at because it depends on the condition of the corpses
an whether game complexity vag. A certain amount of
on or graphic sophistication is GBH is therefore necessary
it- the erucial factor. Ocean to accomplish the Doctor's
- have the graphics but Ac- task. Equipment is the
the livigion have the game. other essential for syn-
JG thesising life and luckily
at- the village has a college and
yai- PLANET RATINGS a hospital which are fully
If b equipped. A certain degree
the Originality e of reading around the sub-
as- Graphics (11 ject is also necessary.
ia Use of machine sesw When the creature has
Value for money L g 1] been built it gains life by
sts being exposed to electrical
s STAR RATING @ disturbances on Lightening
-— Bright Star Hill. Next it is presented to
the villagers in the village
hall, where the Mad Doctor
will be judged on his crea-
ti::-nl. A pﬁifec{: specimen
ly have been dealt with will be hailed as a
E.El;i before the game was releas- b?‘fi&kthiutlhghba oyl
ar- - and he will be hanged.
in- . that aside, the adven Despite the rather lurid
gh ure, nonetheless, manages subject of this advent it
‘ lo generate a fair bit of in- subject of this adventure,
het'g terest right from the start is totally absorbing. The
a's and this, I think, is almost tgﬁ-ap!'ims tare Fags%bblﬂa.
UTe entirely due to the quality mlgd 1 f?::.n : E.PEE . bu 3
the of the graphics. The text sﬂunde Fune oLl Yoy Boo
ing seems to be fairly mdﬁ‘? s A
. businesslike. ] t]:ce f t:uhilzjlE e
s The adventure is rated ity it JG
13 i‘%ﬂvancad"ihatrﬂd Ithinl{
. 'd agree wi at, having 5
- made little progress so far PLANET RATINGS
and naving come to a halt .
f.g?t at a bridge guarded by a griglga,my "'":
1ge. warrior. T will go back to g el ':. |
&t Warlord, but I'd be more o S -=ii ;
ax- cnnt‘;dant if hI felt that I alue for money [ ] |
would get the occasional § creative urge more akin to The screen display has
l‘;’;g helpful response form the | God than an artist. In an an action window showing %‘Tglzt}lﬁ,ﬂ’i‘ING :
ey game. orgy of spare part surgery, the 3D scene. Under this is el |
ere C.J. § he wants to create a perfect the text and status window. |
y A human being. The Doc’'s This shows the state of the g
ieh FLANET RATINGS ldentity is the one you Doctor's health and energ
lot. L g adopt if you take up the levels, his location, time of- /
yall- Originality sese § challenge. day, attitude of the
ped Graphics seen Strudelberg consists of villagers and an option
pelt Use of machine W&® § several locations: the Doe- menu,
Value for money #®® § tor's castle, the poor part of Each location gives a dif-
ier, the village, the centre of the ferent set of possibilities
just STAR RATING E village, the graveyard and which may be scrolled onto
a.5i- Bright Star Lightening Hill. Within the menu or selected by

of the eight joytick posi-
tions depends on the team
selected at the commence-
ment of the game. Here a
little more instruction
would have been helpful to
explain knucklers,
sinkers, change ups,
sliders and screwballs.

When the ball is struck,
the nearest fielder to its
landing place comes under
Joystick control but I found
the 3D view made it dif
ficult to anticipate trajec-
tory, but I have that pro-
blem with many 3D games,

On retrieving the ball the
fielder throws it back to a
base selected by the four
main points of the joystick,
or the pitcher if the stick is
not moved,

Playing against the com-
puter is not the easiest way
to learn tactics. It only has

Title:
Computer:
Supplier:
Price:

i} B & &

One thing is guaranteed,
this game will make you a
new man, or woman, or
mixture of the two. Subtitl-
ed ‘building a better body’,
it has nothing to do with
weight lifting or asrobies.
he Mad Doctor, Dr
Franz Johann Blockenspirl
of 8trudelberg, has a

Mad Doctor
Commodore 64

Creative Sparks
£7.95

these locations are the
rooms of this 3D graphic
adventure.

The Doctor starts off in
his living quarters of his
castle and he must venture
forth to find the spare parts
and tools to build his crea
tion. Whila going about his
necromantic deeds he must
not upset the villagers and
underground passages pro
vide a cloak of secrecy for
him whenever possible.

CREVeL WS-

manipulation of the
Joystick with the fire but-
ton pressed. For example,
in his laboratory the menu
relates to the examination
of the corpses. This is
necessary to select the best
parts for his creation. In
the village, however, the
menu relates to examining
the villages, attacking them
and carrying off the bodies.

The villagers lead lives of
their own, wandering
about at random. At night
hardly anyone is around
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Title:
Computer:
Supplier:
Price:

- Re
It is a fact that computer
gaming has become prin-
cipally a male preserve and
yet any teacher of com-
puter studies will say that
girls are just as interested
as boys in programming.
My theory as to why this
anomaly has occured Iis
that the heroes of most
games fulfil the male
macho image and reinforce
stereotypes. It was
refreshing, therefore, to
find a different approach in
this game from Orpheus.

Elidon is the secret
forest of the fairies where
the seven flowers of Fin-
varra grow. Seven potions
ensure the growth of the
Finvarra flowers but the

Elidon
Commodore 64

Orpheus
£9.95

clude the potions but also
useful objects such as a
torch, pan pipes, and a
strange fruit. Only three of
these objects may be car-
ried at a time so care should
be exercised in choosing
which items to carry.

In some of the rooms
tree spirits lurk in the dark
waiting to feed of Faserie
dust. The torch immediate-
ly banishes them to the
other world if carried into
their darkened room.

The graphics are very
good, especially the
Faerie's movement and the
music by Grieg does not ir-
ritate even though it is the
same section repeated over
and over. Non-classical
fans can easily turn the
music off by the touch of a
key. Even the packaging is
attractive with an Arthur

Title:
Computer:
Supplier:
Price:

il b= # &

‘Ghetto Blaster' marks yet
another release from the
Virgin software stable, this
time under the guise of Gib-
bo software.

Bagically, the story
revolves around you, arm-
ed with a ‘Ghetto Blaster’ (a
large cassette machine of
the kind that are sported
around like suitcases) and
gome of the strangest
characters yet seen in a
computer game, In the
game you have to fire
musical notes at them fto
make the inhabitants of
this computerised ‘Empire
Road' dance.

The story
are ‘'Hockin
after a stint at unemploy-

pes this, you
odney’ who

Ghetto Blaster
CBM 64
Virgin

£7.95

Naturally the game has
ite contingent of peopls
who are either ‘tone deaf’
or who generally act in an
unpleasant way about the
music being blasted at
them.

Among these people are
policemen who try to attack
Rodney and break his ghet-
to blaster. Thus stopping
him from both getting the

eople to dance, and also
rom delivering his tape.

The graphice are quite
well implemented, they are
smoothly displayed with
the option to cross the road
and to search for houses on
the other side to take the
tapes to and from the Inter-
disc head offices.

But sadly, the graphics
are all that is good about
the game. The so called 12
original tracks of ‘Rockin

Title:
Computer:

Supplier:

Price:

Dambusters

cé4

US Gold/Sydney
Developments
£9.95

On loading the game you
are greeted by a beautiful
picture of a Lancaster
bomber in its prime, on a
ru nwa¥ in the dead of the
night. It is this standard of
graphics that sets the scene
throughout the game.
When the game starts up
you get a menu of options
in order of difficulty — dam
approach, English channel
onward, or ing off from
Scampton and flying the

Faerie queen has lost them
in her kingdom. Rackham style watercolour J| ment finally gets a job as a Rythms’ are repetitive and
¥ The kingdom of Elidon illustration and an attrac- messenger boy for a record quite annoying after a
1 spreads over 250 screens of  tively arranged instruction § company. He has to deliver short time, there are also
action and each new room sheet. 10 demo tapes to the head some serious bugs still left
i could contain a new find or The subject of fairies office of the record com- in the game. For instance,
a danger, The dangers vary may at first seem a little bit §§ pany who employ Rodney, if you should enter the
! from butterflies to & ‘wet’ but let me assure you [ before the end of the day. It park, then the top of the 4
H multitude of strange that there are more to § is also Rodney's job to screen staris corrupting! ]
| sthereal creatures all of fairies than meets the eye J| make sure that people hear with garbage characters § ¢
which are hungry for in this excellent fantasy j the music from his ghetto destroying part of the top (
Faerie dust. The dust adventure. JG J blaster and get them danc- line, although the ]
enables you to fly and as ing. ushrooms in the park are 1
you progress through the FPLANET RATINGS g I
-_ Maze your supply LR ] I
] dwindles. Occasionally you  Originality saw Ir
4 will find a fresh store of Graphics sSese f
3 dust to replenish your Useof machine LIS
B! stock but collision with a Value for money saes I
| hungry creature makes the P
stock dwindle alarmingly. STAR RATING
The finds not only in- Hed Giant 'c} g
U
L'
5"
N

whole distance to Germany.
Taking off from Scamp-
ton is just like any other
flight simulator, except
that on a multi engined
bomber a lot of people have
to work in co-operation
with each other. Instead of
plumbing for the easy Op-
tion S8ydney Developments
have got the feel of all the
people in a bomber down
perfectly. You do this by
switching between esight
different screens. Hach
soreen represents the sta-
tion of somebody in the
plane be it pilot, gunner, or

enginner.
he pilot's screen is the

view through the cOCKpit ta
window of the night sky If
over Europe. You can also 8L
see the night fighters, sear re
chlights, flack, and barrage b
balloons — although you
can't do anything aboui fr
them. That's up to the gun- th
ners, who have a set of th
crogs-haire where Yyour tir
guns will fire. However you co.
must remember that by ths Lre
time the bullets get theré bif
the cross and the targei tri
may have moved. ac
The two gunners posk yo
tions are very much like 8
normal arcade game, you col
control cross hairs and ma

blagt away with jyour a

one that looks most like a machine %uns at the sear atii
normal, run of the mill, chlights, fighters, and barg lin
flight simulator. With a rage balloons. A record & pas
horizon, instruments, and kept of the number of ak tha
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a nice feature, with Rodney
proclaiming ‘I feel inclined
to blow my mind’.

To make matters worse,

the garbage gets more and
more common in other
screens, in a short while,
the places in which you
visit (named in the top
lines) are soon unreadable.
Another ‘feature’ is that
after any length of time,
there are no ‘ordinary’ peo-
ple left to Ghetto Blast (only
tone deaf walkers) to play
your music to, thus stopp-
2 ing wyou from effectively
playing the game, and gain-
ing points,
I he story line is excep-
) tionally banal, for a game
of this price; the music,.
while being well im-
plemented with some nice
‘Dub’ effects, soon becomes
extremely annoying and
distracting. Luckily there
is a feature to lower the
volume on the ‘Ghetto
Blaster' display at the bot-
tom of the screen.

This is a very poor im-
plementation of a game
with a sound concept. The
idea of delivering tapes to
and from houses in a loose
arcade adventure style for-
mat, is a good one but sad-
ly, the idea never makes it
off the conceptual stage.

Until Virgin or ibbo
software take out the bugs,
make the game a little more
exciting, and bring a game
of this standard down to a
low enough price (consider
ing other games of a much
higher standard at this
price), I would certainly
not buy this game...my
final comment is forget it.

C.G.
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Originality see
Graphics LT I}
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STAR RATING

Nebula

tacks and your successes,
If night fighters are too
successful then you are
rewarded with a row of
bullet holes on the screen.

Engines are controlled
from the engineer's station,
there are rev counters,
! throttles, fire 8 x-
| tinguishers, and booster
controls. I found that con-
trolling the engines was a
bit difficult and it was
tricky to tell the speed
acurately, but after a while
you can manage.

The navigator's area is
composed of a multi-screen
map of Europe, you move
B cross with the joy-
stick, this results in a
line appearing on the com-
pass in the cockpit. Line
that up in the centre and

v L e

FHRERY SO @EEEA D

Title:
Computer:
Supplier:
Price:

il ¢ &
Oh, this is ridiculous. I've
lost count of the number of
times I've played this game
and I still can't figure out
what on earth I'm suppos-
ed to be doing

OK, so the graphics are
upto Mikro-Gen's usual
high standard, and the
game has to be addictive or
else I would have given up
on it by now, but that
doesn't help me one little
bit does it? I still can't
figure out what to do with
that silly looking little red
whale. 1 thought that the
chocolate 10p bit went into
the vending machine slot
(the one marked ‘10p°',
seems like a reasonable
assumption doesn’'t it?),
but I've had that brat
Herbert leaping all over the
place and I can't get the
coin into the slot. I'm ob-
Ulﬂuslif overlooking
something really obvious
since I can’'t seem to
manipulate any of the ob-
Jects in the way that they
were presumably intended
to be used.

As usual in the Wally
series, some of the loca-
tions that you visit contain
arcade sequences that
stand on their own, and, as
usual, most of these se
quences leave me totally
baffled. For instance, the
tennis screen is mentioned
in the instructions, as is
the fact that a tennis rac-
quet might help. The trou-
ble is that even after fin-
ding the racquet I still get
pummelled to death by a
load of tennis balls. Mind
you, I've gotten further
with this game then I did
with its predecesor, so
maybe there’s still a chance

you are flying towards the
CI'oss.

When you have finally
got to the dam you can go
on tw the bomb aimer's
screen. On this, you turn
on the famous spotlights
and fine tune your height.
You can then spin up the
bomb and prepare to drop.

When the bomb is up to
speed the front gunner's
sights are replaced with the
bomb sights. These are ver-
tical bars that you line up
with the towers on the dam.
Line it up then drop the
bomb. If all goes well you
are rewarded with some
nice graphics of the bomb
skipping along the water
and the dam blowing with a
satisfying crump and the
water gushing out.

I COMPUTER GAMER JULY 1985

Herbert’s Dummy Run
Spectrum 48K
Mikro-Gen

£9.95

________

sy
i

for me to reach some level
of adequacy.

&till, enough about my
problems. As I mentioried,
Mikro-Gen have done their
usual good job in produe-
ing this Heir to the Wally
line. The game itself is quite
addictive, and this is helped
by the now familiar style of
graphics, with those big,
solid sprites that look as if
they could flatten any
number of space invaders
without batting an eyelid.

However, though I like
‘Dummy Run’ a lot, I can't
help wondering what
comes next. Certainly, this
game does not improve
upon ‘Everyone's Wally' in

When you make your at-
tack run you have to drop
the bomb at just the right
height (helped by the
spotlights) and speed. The
aiming must be spot on as
well. If you miss, the pro-
gram will tell you exactly
what you got wrong so that
you can try the next time,

All in all this is a very
impressive game, There are
some problems such as the
engine noise still being pre-
sent when the engines are
all off, and there being no
night fighters, flak, or sear-
chlights around on the
final approach to the dam,
you'd think that the Ger-
mans would protect their
interest slightly better.
Despite these I really like
the game.

ReF-Ve] WS-
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the way that, that game im-
proved upon
‘Pyjamarama’. Still, it's an
envious position for a soft-
ware house to be in, when
their new releases are com-
pared with their previous
efforts, rather than to the
work of any other software
house.

ci-J-
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Title:
Computer:

Supplier:
Price:

A game for the Einstein is a
rare thing and usually
meang that the game was
developed on the Einstein
for the MSX range of com-
puters. The leader in this
market are Electric
softeware and it is they
who have released Le Mans.

The game is, surprise
gsurprise, aboult race Ccars
specifically the large en-
durance type that take part
in the 24 hour races. The
display is of a drivers eye
view of the cockpit of such
s beast. This display
features the most impor-

Title:
Computer:
Supplier:
Price:

il ¢ &
In the game, your mission as
sole survivor of your race, 18
to collect the pieces of
the Covenant that will reveal
the total knowledge of your
race.

The pieces are unfor-
tunately scattered
throughout a 256 Troom
cavern filled with 64 dif-
ferent species of critters.

Title:
Computer:

Supplier:
Price:

B ¢+ &

Very rarely is it given to me
to comment on a truly ex-
cellent piece of Spectrum
software, ‘Don’'t Buy This’
by Firebird is five such
games. Firebird claim that
these are five of the worst
games ever and all of the
titles live up to this lofty
claim.

First comes Race Ace, an
inspired title for an ex-
cellently bad game. The
display is awful the sound
terrible and the game itself
totally impossible. Any
serious bad game freak will
simply flip over the blocky
graphics and flickery
animation.

Next comes Fido, which
is not quite as good as Race
Ace as the display is almost

Le Mans
Einstein

Electric Software
£12.95

tant gauge, the rev clock as
well as a rather cute gear
stick and a pair of wing
mirrors. The idea is of
courge to win the race, this
involves rather fast reac
tions to keep the car on the
track. Control is left and
right, accelerate and brake
with the gears being chang-
ed automaticlly by the
driver-his hand actually
pops up and moves the
stick.

The graphics are quite
good while not stunning,
giving good pictures of the
other cars in the race, and
sound is well covered as
well, The game features a
demo which brings me to
the great failing of this

The Covenant
Spectrum, Amstrad
PSS

£6.95

These you must stun and
capture (once you have
found the appropriate
stungun) to transport back
with you to repopulate
your world.

The creature that you
play, is beautifully ani matad
in no less than 34 steps (per
eycle) and adds tremendous-
ly to the atmosphere of the
game as does the status
screeri. This displays the
pieces of the Covenant that
you have found, the critters

Don’t Buy This
Spectrum
Pirebird

£2.50

passable but the game
makes up for this by being
excellently boring, this is
mind nummingly boring in
the traditional style. After a
few hours of this you could
find watching the grass
grow interesting!

Weasel Willy introduces
a new style of writing for
bad game Pprogramimers,
that is don't let them play
the game until they hawve
figured out how to define
the keys, which takes ap
proximately 3 hours and
really isn't worth the ef
fort. Still the display is
rather bad and of course
the sound is pathetic.

Firebird have introduc-
ed another new technigue
with the next game, that is
putting the sequel to a
game on the same cassette
thus we have the Ilong
awaited Fido 2. This was at

Rof-V-1-E WS

game, that is that the only
way to see what lies around
the next bend is to watch
the demo mode. The game
iteelf is too hard requiring
immense skill just to stay
in a straight line. So to
sum, up a reasonable game
but only for people with
hyper fast reactions!

JI'D!
PLANET RATINGS
Originality L
Graphics Fus
Use of machine L 1§
Value for money (1 ]
STAR RATING E
White Drawf

in your spaceship hold and
vour energy that is
represented by three beating
hearts.

The games creator, Paul
Hutchinson, gave me a guid-
ed tour of the caverns and
made the game look
redictlessly easy however it
will take me some time
before I find even a fraction
of the Covenant. T.H.

PLANET RATINGS
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STAR RATING @
Bright Star

first a bit of a disappoint-
ment as the same, almost
good display is used, but
the addition of some badly
drawn birds and a flimsy
story line to explain them
adds a certain something to
this title.

Finally we have Fruit
Machine which is the
pinacle of Firebird's
acheivements. It combines
the awful display of Race
Ace with the incredible bor-
ingness of Weasel Willy and
the terrible additions of
Fido 2 to make a game that
ig indescribable. If you can
stay awake long enough to
figure out what is happen
ing in this game of games
then you deserve a prize —
another copy of Don't Buy
This. 4D
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STAR RATING
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Rory Newman
adds graphics
to your games
in the latest
in our games
writing series.

Hello n! This month we
will be dealing with UDGs
and Hi-res; that means
User Definable Graphics or
High Resolution. For the
st three months we have
een using keyboard
characters. is month we
shall be using our OowWn
graphics, made u just how
we want them. ause of
the complexity at a stage
like this, I shall be dealing
with it in sections for the
four main computers we
have been concerned with:
the Vie 20, Commodore 64,
Commodore 16 and Spec-
trum.

UDGs — User definable
graphics are_ easily
available on the Vic, C 64
and Spectrum; that is when
the character is replaced b
one you designed you :

i-res — High Resolu-
tion is when you have a

grid, each a.ndar&v oint on
it can be plotted. Thus is
easily available for the

Spectrum and the C16.

A Pixel — each square is
made up of 64 pixels, 8x8.
The character A on the Vic

is as follows: « means OFF
and the § means ON

So for Hi-res the screen
will be a massive grid on
which any point can be
plotted.

UDG3s — for UDGs we
shall need to work out the

attern of the graphic to

OKE it into memory. For
those who understand
binary, it can either be 1
the square is filled in, or O
the square is empty. Thus
you have a bi pattern.

For exampls, top line
of that A graphic, is 000

1 POKES],@:POKES2,28:POKESS,81POKESE 28

5 POKE36873.8
5 GOSuBZoR@

11000, but the machine on-
ly accepts decimals, so it
must be converted. It is
worked out as follows:

Decimals goes up in
units, tens hundreds,
thousands etc,
multiplying by 10 each
time. Binary, on the
other hand,

multiplies by 2 giving 1,
2 4, 8, 16, 32 etc.

A graphic is therefore
wor out like this:

this would be:

This, as you can (or will
be able to) see is a feeble at-
tempt at a man. I'm sure
you, especially the artists
among you, will be able to
do better than me; draw an
8x8 grid and one sguare
can be filled in, or open.

I think this is the time to

1® FORT=0TOS11!POKET+7168,FEEK (327EB+TIINEXT

20
3a
348
=1
59

PRINT"S3
PRINT"A

POKE36869,255 PR INT " Ua" : POKEBS® ,255
FORT=7168TO7167+32!POKET ,BINEXT
FORT=7168+32TO7167+4@:POKET ,255: NEXKT
1234567812345678"

ra

FORZ=1TO2:FORT=1TOB:PRINT"@":T? "N |

38
38

188
185 PRINT"OE

PRINT"HA

TL=7727:CL=38447tPP=TLICP=CL!X=1:Y=11MXCK=128:0L=128
PR INT " spepweieieiafufaisyspuiaisilelaeg© - SNEEC ° /

- it's a utili

show you Program 1. This
is a Ipmgra.m for the Vic on-
. It saw it in a ma e.
t didn't work, but I fixed
it. Anyway, it's not a game;
. After typing in
the program, save it and
run it. It i8 a graphics
designers program for
wWork out the data for
your DGs. You are
presented with a 16x186
d, that's four squares.
ou then draw jyour
character, using the cursor
keys to move, Function key
1 to Plot, Function key 3 to
unplot, i.e. to rub it out,
Function key 2 (Shift +
Function key 1) with start
plot point after point,
gradully filling the screen
up, until you press a key,
and Function key 4 (8h
+ Function key } will do
the opposite; it will unplot,
square after square until
you press a key. If you
want to design just one
gra. hie, then just do one
x8 block. When you have
finished press Function
key 8 (Shift + Function key
7) and a message will come

u ng “CONFIEM —
hFIY%YE, press a key and
it will rint out the

separate data for each 8x8
block, with the graphic and
whole 16x16 block at the
bottom. You don’'t have to
use every block.
It is a very useful pro-
ﬁra.m to have as it will save
ours of working out the
g&.phmﬂ on paper until
ey are right and then try-
ing to work out the Data. 1t
can also be useful for try-
ing to design 16x16
graphics. I have designed a

INEXTINERT
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186
18°7
188
11@
128
132
148
158
168
1ve
188
198
edula
21a
228
230
248
25@
2ED
27ve
280
298
308
3J1a
32a
338
34@
358
368
37a
388
398
408
410
428
438
44a
458
460
478
480
438
=113
518
528
530
248
=112
560
=l
S80
598
6508

RETURM

618
B15
628

PRINT" |
FORG=7168+(8%32)TOT1B7+(8%33) :POKEG,PINEXTG
FORV=7168+32TO7167+4B I POKEY ,255 1 NEXTV
GETA*: IFASE=""THENAP=A!GOSUBSAA:GOTO1 1@

AF =8

IFA$="8"THENGOSUBZ23@ ! GOSUBSAR:GOTO1 18
IFAE="0" THENGOSUB2E9 : GOSUBS@R:1GOTO1 1@
IFA$="1" THENGOSUBZSA ! GOSURSAA: GOTO1 1@
IFAS="INI"THENGOSUB338:GOSUBSAR:GOTO11a
IFAE="F" THENGOSUR37A:GOTO1 1A
IFA$="R{" THENGOSUB7 1@ GOTOS@
IFA$="E" THENGOSUB44A ! GOTOL 1@
IFAE="R" THENGOSUBS2A : GOTOSA
IFA%X="E"THEMNGOSUBSRA
GOTO1 18

IFY» 1STHENRE TURN
Y=Y+11AP =22

RETURM

IFY<{2THENRETURMN
Y=¥=-11AF=-22

RETURM

IFX » 1STHENRE TURM

H=R+11AP=1

M= 2 IFMX<ITHENM<=128
FETUREMN

IFX<2THENRETURN

He=M=-11AaFP==1

MK =M %2t IFMX > 128 THENMK =1
RETURM

CB=(INTI{(Y-3)%x] 2+INT(x "3
REMIFY »8THENPY=Y -1 :G0OTO428
PY=Y

CV=7168+(CBx8)+P7v =1

FOKEPP ,4:FOKECP,7
POKECY ,PEEK C(CV »ORMX

RE TURM

CM=¢ INTCY /33 %1 3+ INT(XKA/3)
REMIFY >8THENPY=Y-1:GOTO478
PY=Y

CWV=F1E8+(CM*8)+FPYv -1

POKEFF , 168t POKECY ,PEEK (CV ) - (PEEK {CV > ANDIM )

RETURN

FP=PFP+AF {CFP=CP +AF

RM=PEEK (PP ) {CM=PEEK (CP)

POKEFPF ,4:POKECF, 1

FORI=1TODOL tNEXT

POKEPP ,RM:! POKECP ,CM

FORI=1TODL ! NEXT

AP =@

RETURM

PR INT " S A O F I RM-AMNY KEY | "
CF =8

CF=CF+1:! IFCF »30@THENPR I NT " ey spsgepgaepag s sl

GETCF#: IFCF$=""THENGAO
PRINT
FORT=VEE8ATOB185:POKET, 16B I NEXT
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good tank, a ship, a car and
various other vehicles. The
pictures become much
clearer, but, remember, if
you want to poke this
16x16 graphic, it is a 2x2
square, 80 when moving
alterations will have to be
made in order to move cor-
rectly. With a bit of com-
mon sense, it's not too
hard.

Now, how do you use it?
We'll start with UDGs on
the Vie 20.

First, we will look at pro-
gam ». Line 10 clears the
BCIeern.

Talkin uf 1nvﬂrsed
Video, if, after a while, you
have lﬂtﬂ u::rf graphics taking
up the letter set, if you
print in inverse mode:

PHIHT ‘““* CONTROL
g "'you will get the let-
ters coming out as normal
in UDG mode. Anyway this
program when run will
change the @ key to that
man you designed earlier.
After the @ key, therefore,
you go throu the letter
set. Look at page 141 of the
Vic Manual for the com-
plete set. Just a couple of
points: (1) always have a
comma between two pieces
of data; (2) once a program
has been typed in to get to
the UDG mode just type
POEKE 36869,255 and it will
switch to UDG mode, so
there is no need to run the
pProgram.

Well, that't the Vie. Col-
our commands sta the
same and can be used.

-




E3A FORI=OATO7IPRINT"@"!TAB(2)IPEEK(7IB8+1): TAB(14)PEEK(7168+1+8)iNEXRTIFPRINT
64® FORI=16TO23!PRINT"@": TRAB(2)IPEEK(7168+1):TAB(14)IPEEK(71B8B+1+8B)INEXTIFPRINT

658 PRINT "S- RREREERRREF "

EE@ PR INT " s iR DD BB REE RN -

E7@ PRINT" M Rnere - SaEC -

680 PRINT"EMETYPE C TO CLEARE":

890 GETCC#!: IFCC$<>"C"THENGS@

700 PRINT".J" !POKE36869 240 :END

718 DL=1@

720 PR INT " ol 1 KEY TO STOFPE":;
738 FORYY=1TOS8

7408 FORKK=1TOL1E

750 GOSUB37R:GOSUB290:G0OSUBSAA@

760 GETZ$! IFZ#$=""THENVB82

770 GOTOB7@

780 MNEXTHKX

7980 GOSUB239:G0SUBSO8

800 FORKX=1TOI1B

219 GOSUB27A!GOSUB339:G0OSUBSAA@

820 GETZ$!IFZ$=""THENS4Q

830 GOTOB7YO

840 NEXTHX

85 GOSUBZ3A:GOSUBSAO

860 NEXTYY

270 DL=1082

2R FR TN e egaie e gaagng sy ayey o B -,
898 RETURMN

0@ DL=1@

Q1@ PR INT "S- 1 KEY TO STOFE";
| 928 FORYY=1TOS

| 938 FORKK=1TOI1E

940 GOSUB44@:G0OSUBZ290:GO0SUBSA@

Q5@ GETZ$: IFZ$F=""THENS7@

S50 GOTO1PE8

70 MEXTHH

S8 GOSUBZ3@:GOSUBSaa

998 FORXKK=1TOI1E |
1900 GOSUB44@:GOSUB330:G0SUBSAR
19180 GETZ#$: IFZF=""THENS4D

1920 GOTOS8TA

1028 MNEXTHX

1948 GOSUB23@:GOSUBSA8

1S MNEXTYY

1960 DOL=100

17T PR INT " sfepegegspsysgsps)gegs g« apspegsiepe:3
1988 RETURMN

2008 PRINT".Id GRAPHIC DESINGER"
20180 PRINT"ERY R.P.NELMAN"

2AZA PRINT"M ORIGIMNAL IOEA PERSONAL SOFTWARE"
2030 PRINT"YMCURSOR KEYS TO MOVE"

eA48 PRINT"NWF1 PLOT"

Z2A5SA PRINT"WF3 UNPLOT®

ZRER FRINT"MWFZ2 DRAL

270 PRINT"¥WF4 UNDRAL"

2058 PRINT"®FE8 SEE DATA"

20908 PRINT"MEHIT ANY KET"

2198 POKE198,0:MAITIS8, 1IIPRINT " UN" tRETURN

EOPAA GOTOCEARPD:REM" IEREISEREERESESREERNEE

READY .

T I —

"
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Now, we'll take a look at
the Commodore 64. This
will do a UDG as it did on
the Vie 20.

COMPUTER GAMER JULY 1985

As you can see, Vic 20
and UDGs are
similar. If you want to use
all the letters up with
UDGs, as on the Vie, if you
put it into Inverse Video, it
will print it as though it
E’HI'B not in tﬁﬂé‘lﬁ mode.

ay, run rogram
u.ng Jter a ‘mifhi.'lanli:r it will
say READY, with no cursor

(the cursor disappears on
the Vic as well) and, if you
press the @ key, the man
we designed earlier will
come up on the soreen.
Also, as with the Vie, the
UDGs can be the colour of
arq{.r) normal character.

ntothesS m then.
This has UDGs and Hi-res.
First, UDGs:

Once the program has
been typed in and run, you
will have to get it into
Graphics mode, if you want
to see the characters you
have designed. It can be
done in two ways: you can
press Symbol Shift + 9 un-
til a flashing G appears, or
gcm can press Caps Shift +

3o, that's UDGs: simple
but neat. Now Hi-res.

This too is very simple.
The colour can be altered




by using the INK Command
described last month.
Anyway:
10 PLOT 10,10
20 DRAW 10,0
will plot the dot at 10,10
and draw a line 10 pixels
along. (Bee diagram 1). Or
:?.g]:l W 0,10 will draw
it 10 pixels up (See
diagram £).

S0 to draw a line, plot the
starting point and draw the
amount of pixels along and
then the amount up. Easy!
The diagrams also show the
amount of pixels usable to
you to plot points, draw
lines and define UDGs, but
can it be used together?
Yes, it can. if in graphics
mode, you can still use the
plot facilities, so may have
a bac und screen 31-:1t~
ted out, and use UDG as
characters. Easy but ex-
temely useful!

And now for Hi-res on
the C16. to plot a point

10 GRA C2

20 COLOUR 1,1

30 DRAW x, 3’

X is along and is O to 319

y is down and is O to 199

—

Colour can be changed to
what you what (see last ar-
ticle).

To draw a line just add
TO x,y at the end of the
draw statement

30 DRAW 1,0,0 TO 319,0

If this replaces the old
line 30 it will draw a line
along the top. To rub out

any point or line, just
DRAW over it using DRAW
0,x,y(TO x,y). The O rubs it

out. Also, to draw a line
from the last point used,
just use

DRAW 1, TO x,v. That
will draw & line from the
last point to X,¥.

Another command is cir-
cle. Here is a table

CIRCLE 1, Center x, center
% radius circle
IRCLE 1, Center X, center
% width, height oval
IRCLE 1, Center X, center
, width, height, start,
inish arc
CIRCLE 1, Center x, center
¥, width, height, angle
rotated oval
CIRCLE 1, Center X, center
y, width, height, point
angle polygon
his is wvery versatile.

Center x and center y are
the center points in the cir-
cle, The radius is the

amount of pixels from the |

center. The width and
height are in pixels; start
and finish are locations
where the first and last
points are. The angle is in
clockwise degrees. Point is
start point and a is the
angle of the line. A square,
the angle would be 90°,
triangle, 80°, etc. There is
another command: BOX.

BOX 1, x co-ordinate of
first corner, y of first cor-
ner, x of second corner, y of
second corner

That will draw a box. If |

wanted at an angle, add: **,
anﬁl& of clockwise rotation
in degrees’’ and, if filled in,

d ‘**,1'". If you have made
a shape that is fully joined
up, you can fill it in by us-

:'lngP

AINT 1.x.¥

x and y are any point in the
actual shape. It will fill it
up until it reaches a line, so
it must be full up.

Well you've a month to
try out H-res or UDGs. Next
month I'll give you a UDG
game for the Vic, 64, Spec-
trum and, pﬂasiblg, the
Cl6. I'll also be dealin
with the mysteries o
sound. Until then — ‘byel
Attributes: R. Hearn, D.
Turfitt, T. Kite, MN.

18 PRINT"d"
=45
2@
4a
=8
&8 FPOKE36863.255
READY .

s=1

FORT=ATOS11:!POKE7168+T ,PEEK(327E8+T)tNEXKT

FORT=1TO(S*2) tREADA:POKET IB7+T AINEXT
DATASE ,56, 146,254 ,56,56,40,4©

18
=4
28
48
S8
=15
A
828

PRINT".2"
POKESE334,1:POKEL,S1
FORT=BTO2047 tPOKE 12288+ T ,PEEK (53248+T) t NEXT
POKE 1,55 :POKESE334,0
S=1

FORT=1TO(S%8) :READAIPOKE 12287+ T , A NEXT
DATASE ,56, 146,254 ,56,56,40 ,40
POKES3272.,28
READY .

18 CLS

48

READY .

3@ FOR A=USRE
READ B:
s@ DATA 56,56, 146,254 ,56,56,48,48

TO USR
NEXT A

Wy
FPOKE A ,B!

H-.HII +E.

cCoOM
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BACK-UP PROBLEMS SOLVED

Enables the guick and easy creation of back-up copies of all
Turbas, M/ Code, Data Files etc. If your program can be loaded it will
be transferred exactly on a second datasette. Does NOT require
software or modifications to your compuler
ORDER AS DCLY
Price £10.00 (CBM &4 & VIC 20)

DCL1 Dual
Datasette
Interface

A deluxe DCL1 with added facilities so that back-ups can be made
uging one audio cassette and one dataseite, or with two dataselies
LEDs indicate whan data is being received from tape. This unit can
be left permanently connectad to the computer, the LED indicating
whan data is being senf from the datasetie, very useful Tar finding
the start of data.

ideal for anyone with only one datasetle and one audio cassatta

QORDER AS DCL4
Price £18.00 (CBM &4 & VIC 20)

1541 LOADER CARTRIDGE

DCL4 Audio
Recorder
Interface

This CARTRIDGE will anabla your 1541 disk drive to load
approximately 4 tmes faster and is compatible with most
commercial software, Although, there are slightly faster turbo disc
Ioaders avallable, TRIGSOFT s GT LOADER is the only one (That we
are aware of) that retaing full disk error checking and as it is a8
cartridge (8 always available for ingtant use. ¥ .
Abbreviated LOAD/SAVE commands are 'bullt In' eg typing LOAD
“filename will load file ete. Typing LOAD"S will display the directory
by the screen without affecting basic memory. An DON/OFF switchis
fitted 50 there iz no need to remove itin the unlikly event of software
conflict.
Just think, from the moment that you turn on, you will be able to
load programs 4 timas gquitker
ORDER AS GT LOADER
Price £20.00 [CBM &84 WITH 1541 DISK)

1541 GT
Disk Loader
Cartridge

This reset unit plugs into your computer enabling a resel without
erasing the program,
ORDER AS RESET1 Price £3.00 (CBM B4 & VIC 20)

RESET1

+ + 10 DAY MONEY BACK GUARANTEE + +*

We will refund your payment less postage if any hardware item is returned undamaged

withinm 10 days.
ORDERING: ALL PRICES INCLUDE RECORDED DELIVERY & ARE FULLY INCLUSIVE
{overseas add £1.00)

sand to mail order depls at either Bradford or Grimsby

Dept TRIGSOFT Dept ACG,
EII-IE;EI;FTL.“H, o 161-163 Rutland Streel,

Grimaby,
:E':f fﬁdi sauth'ﬂunmm. DN32 TND.
Tel 0472 48304

Bradiord dept for mail order only.
Plasea eand SAF for free catalogue Callers welcomed at Grimsby dept

British Code of Advertising Practice
ADVERTISEMENTS IN THIS PUBLICATION ARE REQUIRED TO
CONFORM TOTHE BRITISH CODE OF ADVERTISING PRACTICE. IN
RESPECT OF MAIL ORDER ADVERTISEMENTS WHERE MONEY 15
FAID IN ADVANCE, THE CODE REQUIRES ADVERTISERS TO
FULFILORDERS WITHIN 28 DAYS, UNLESS & LONGERDELIVERY
PERIOD IS STATED WHERE GDODDS ARE RETURMED
UMDAMAGED WITHIN SEVEN DAYS, THE FIJRCHASER S MONEY
MUSTBE REFUNDED. PLEASE RETAIN FROOF OF
POSTAGE/DESPATCH. AS THIS MAY BE NEEDED

Mail Order Protection Scheme

If you order goods from Mail Order adverisements in s

rragazing and pay by postin advance of dalnegry

wiill consader you for compensation if the Advertiser should become
msalvent of bBankrupl, proveded

1. You have not received the goods or had your money
returned; and

You write 1o the Publisher of this

publication: summarising the situation not earlier than 2B
days from the day

you sent your order and not later than two months from
that day.

2.

Please do mot wait until the last moment to inform us. When
vou write, we will tell you how to make your claim and what
evidence of payment is required

We guarantee to meet claims from readers made in
accordance with the above procedure as soon as possible
after the Advertiser has been declared bankrupt or insolvent
iup to alimit of £2 000 per annum far any one Advertiser so
affected and up to £6.000 per annum in respect of all
insolvent Advertisers. Claims may be paid for higher amounts,
or when the above procedure has not been complied with, at
the discretion of this publication, but we do not guarantes o
do 50 in view of the need (o set some limit to this commitment
and ta learn guickly of readars’ difficulties.]

This guarantee covers only advance payment sent in direct
response to an advertisement in this magazine inot, for
example, payment made in response 1o catalogues eic,
received as a result of answering such advertisementsl|
Classified advertisements are excluded

MAILORDERADVERTISING

Atari

thera.
discovear. . .

SPECTRUM
DUN DARACH ... ..........
DALEY'S SUPER TEST ......
RECHON o o T e
TAPPER . ccovcovaanasnanns
EHADOWHRE ... ........--
STHEET HAWK . . .....cc.:ac
AVIEWTOMLL .........-.
JET SET WILLY I
CAULDAOM .. ..oooias
ROLAND'E RAT RACE .......
SOFTEKS ARTIST......... 1
THE CHOCOLATE FACTORY _.
WRIGHELEN . .. . ccsnaucaaaa
WARLORAD ..o vennnsnannn
KOMPLEX CITY . ..vvanrnvnn
AUMESTONE ... .......cc..c
LEOMARDD . .c.vcnnarnanna
BROAD STREET |
SUPERCODE M . . .....c...
SYSTEM 1500 o0 cuvvavnss
FOURTH PROTOCOL ....... 1
ROCKY HORROR SHOW .. .
WORLD 5 BASEBALL .......
MINI OFFICE ,

ARNEHAM ......covannauna
PEYCHEDELIN .. ...........
LUNE OW ONE. -.....ca0aass
MONTY 08 ALIN
HERBERTS DUIMMY AUN . ...
RED ARAOWS ............
ALIEM
MEBEN B, ccucsnmaiaaccans
ANIMATED STRIF POKER . . .

BAC
O i e g e e
GRAPHICS AOM . .........
KNIGHT LOBE - .. c.ocaveans
N e e R e
WIZRIMIRE . .....cccuccas
HAMPSTEAD
LEVEL BADV. ......covunus
COMBAT LYNX .......0--0-
MBI OFFICE . ... c..ccncase
RBLINE .o minoran
ELNTE . - rcscsiamenwinas 1
GASTLE QUEBT ... vuuenan 1
ATIC ATAL
REPTIOM .....coicaviunnas
BRIAN J CHALLENGE . ... ...
ARABIAN ENIGHTS
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Th‘E 59171'91 Df S't. Eridﬁ“ﬁ. where
experience old-fashioned schoolgirl life,
Last year it hit the headlines in a flurry of controversy
“A school for scandal?” asked the Daily Telegraph.
“All very pukkah,” assured BBC TV News.
“"Creepy,” shuddered the Mail's colour supplement
What is the secret of 5t. Bride'sT Mow you can find out
for yourself. Explore the dormitories and classrooms -
but don’t get caught! Find your way to the forbidden

underground passages. Meet the things that lurk
Pass through the Time Warp and finally

OR

TEL: 0509 412604

SCAABBLE
WORDWISE PLUS ........
DISC DOCTOR ... .........

AMSTRAD
ANIMATED STRIP POKERA . ..
ALIEN B....iceicissirsans
KMIBHT LORE .........c.-s
COMBAT LYNX .. ..ocuenias
CONFUTION .........
0. T, DECATHLOMN
MBRLER. . ......c.canpauns
DARK STAR . ...cvvnuvasns
EMERALD IBLE . .........-.
FIGHTER PILOT
GHOSTBUSTERS ...........
HUNCHBACK Il ..........-.
JET SET WILLY . ..ocnvrise-
KONG STHIKES BACK
LEVEL B ALL...covvavnnnes
MINI OFFICE
PINBALL WIZARD .
PYJAMARAMA ... ... ....
QAMLL .. .iscacaavans .
ANG OF DARKNESS
SORGERY. .. ..ccivcanainan
STARSTRIKE . .....-..c0-a-
WORLD CUP FOOTBALL
TANKBUSTERS
DUN DARACH ......cvuavas
FLIGHT SIMULATION
MILLIONAIRE
FOOTBALL MANAGER. ... ..
INTERCEPTOR ALL

ARCHDN . oo

HOBRIT
MRTIST ... cciciiaannanan
DEATHMT ........

ATARI
DROPIONE
DECATHLON
FITFALL 2 ......
POLE POSITION
BRAMGE LEE ........000r0
BOULDER DASH .. ........
SMASH HITS. .
TANDN - vneinr irmainna
HITCHHIKER'S (NSK .......
BEACH HEAD MSK
L e T
PRINT DISKE . .....ccoucaaa
MILLIONAIR DISK . ........

CHEQUES/P.0. PAYABLE TO: IT'S
SEND TO: HITS, 33 FOSCOTE ROAD, LONDON NW# 35E.
PRICES INCLUDE DELIVERY CHARGES
ALMOST 25% OFF RETAIL PRICE FOR MOST ITEMS
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SPECIAL DEAL FOR ATARI
400 / 800 / XL / XE

HIRE vyour first 2 games FREE from our Extensiu_fe
range of software. Up to the minute releases avail-
able. Apply Now!

BUY all the latest software titles at best possible
prices. (New releases available direct from U.S.)

hardware and modems now available at
discount prices. For further details send S.A.E. to:

CHARNWOOD GAMES

27 WARWICK AVENUE, QUORN,
LOUGHBOROUGH, LEICESTERSHIRE.

grown-up  girls

The Secret of St. Brides.

A schoolgirl adventure with a difference. Full of twists
and surprises - exciting, funny, musical. With full
supporting package.
For C64 and Spectrum 48K/Spectrum+ cassette only
£6.95 — or £5.95 if you order direct from:
5t. Bride's School (CG), Burtonport, Co. Donegal,
Ireland (direct price includes P&P)

\*=

BARK ST WHITER DISK . ...
ALL INFOCOM DISKS

ULTIMA B DISK. . ........ 45.00
FLIGHT SIMULATOR N .. ... 4500
BLUE MAX .. .-.ccoiannans ]
RETURM TO EDEM.......... 785

COMMODORE 64
STRANGELDOP
JET SET WILLY I cuuvnvnnns
OUASINODD . ....000vercne-
BLAGGER GT HOLLYWOOD. . .
BOUNTY BOE STRIKES
GRULDRON . . ..ocuvcanna
EVERYOMNES A WALLY
(GREMLINS. .. ....... ;
LEWEBL AL ... -cicsncuuna
MJLLE DIBK...........
MASTER OF LAMPS _.._....
MIND SHADOW DISK
HOBEIT DISK
MINI OFFIGE . ........... .
MOOW CRESTA . ...........
OM-COURT TENMIS . ...
ON-FIELD FOOTBALL
STAR BASEBALL .........0
PITSTOR 0
WORALD 5 BASEBALL .......
AOLAND'S AAT RACE
SHADIWFIRE . ......cc0ca:
SPITFIHE 40 . .. ...
SWPER HUEY
THEATRE EUROFE
ENTOMEED
JUMP JET o ccoconnannanans
AEALM IMPOSSIBILITY
ELITE. iiusniavnins
DAMELSTERS
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BUCK ROGERS ....
TASWORD
CHUCKIE BB .....00000-44
BLAGBER. . ... 005200210
CLASSIC ADVENTURE

THE HOBEIT
GHOSTBUSTERS ... ....... 1
PITFALL & . cvcaiintanmansn
HYPER GPORTS. . ......... 1

BEgREEEERERE

Computer Gamer July 19856




' What a shame! You have
. been chosen to rid the maze
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B OFEN Basssnssinbinssbatbebrinsrenpas
1-REN *#% RANPANT SQUASHY THINGS =+

2 REM &= by ¥k
3 REM ##  Nichael Kempster  #%
1 BER v ey it "
9 REN APR 17835 K¥

b REM SEuusbumbbbisuibbpadntchabeins

7 REM

8 REM

18 GOSUB 25200

20 GOSUE 20898

38 FOR N=8 TO 3:A=USR(1568,N,®,@,R) :NEXT N
:POKE 704,10:POKE 705,47

48 GC=B:X=125:Y=185:MAZ)=1:NATY=1:AS=1:F=B
:RST=0: CRA=@:CRY=0: AMC=0:L1=3: POKE 53278,0
50 BOSUB 1588@:POKE 559,62:AX=125:AY=150
99 REM MAIN LOOP

188 ST=STICK (B):SOUND @,20@,18,18:SGUND 2,
¥,12,18:POKE 53748,15

11@ X=X+((5T=7 OR ST=6 OR ST=5)-(5T=11 OR
ST=18 OR ST=91)#3:Y=Y+((5T=13 OR §T=9 OR S
T=5)-(5T=14 OR ST=10 OR ST=b})#3

128 N=USR(1568,0,X,Y,F+16): IF PEEK(53252)¢
0 THEN 1008

125 IF PEEK(S5326)=4 AND PEEK(53262)=1 THE
N GOTO 19888

126 TF PEEK(53268)=2 AND PEEK(53281)=] THE
N GOSUB 500

138 IF SUR=6 THEN N=USR(1568,1,CRX,CRY,F+]
2)

148 IF X)200 THEN X=50:MAIX=MATX+1:GOSUB &
@8:6070 108

158 IF X(5@ THEN ¥=200:MAIX=MAIX-1:BOSUB &
#88:6070 120

168 IF (4@ THEN Y=17@:MAIY=MAIY-1:GOSUB &
90:6070 188

178 IF Y2178 THEN Y=4@:MAIY=MATY+1:605UB &
#8:5070 100

209 SOUND 8,8,0,8:S0UND 1,8,D,8:1F RST=2 T
HEN 308

218 AS=1:1F PEEK(53254) 3B THEN AG=2

228 IF XCAX THEN AX=AK-AS:60TO 248

230 AX=AK+AS:BOTO 248

248 IF YCAY THEN AY=AY-AS:60T0 260

750 AY=AY+AS

260 N=USR(1568,2,A1,AY,F+VE) :POKE 53278,8
300 POKE 704,F#16+15:F=F+1:1F F=4 THEN F=8
310 GOTD 108




580 WAZE (MAZX,MATY)=18: AMC=AMC+1:5C=5C+1D:
N=USR (1568, 1,,8,0) : CRY=R: CRY=0

518 POSITION 6,11:7 #635C;:FOR N=100 T0 28
@ STEP 4

520 SOUND @,N,N/16,N/16:S0UND 1,K,18,N/16+
2:NEXT N:POKE 53278,0

538 SOUND ,,0,0:S0UND 1,0,0,0:1F AMC=30
THEN 6070 3080

540 RETURN

400 REM

610 FOR N=B T0 3:8=USR(1568,N,8,8,8):NEXT
b

620 GOSUB 15808:POKE 559,42

538 RETURN

1808 REW

1018 LI=L1-1:POSITION 18,11:7 #6;LI;

1820 FOR N=8 TO 255 STEP 4:POKE 784 ,N:SOUN
D @,N,18,N/16+2:SOUND 1,N/10,12,15

1838 NEXT N:POKE 784,15:SOUND 8,8,8,8:SOUN
D 1,0,8,0:FOR N=1 10 S@:NEXT N

1848 IF LIC=B THEN 1508

1850 IF SUR=1@ THEN X=58:Y=185:4)=125:AV=1
B5:605U8 1188:60T0 180

1833 IF SUR=t THEN X=58:Y=185:G05UB 1180:6
070 1ed

1060 ¥=125:Y=105: AX=125:AY=170:6OSLE 1108:
GOTO 1@@

1180 N=USR(1568,0,1,Y,F+16) :N=USR(1568,2,A

1, F+V6) :POKE 53278, 8:RETURN

1588 7 #6;CHR$(125):FOR N=B TO 3:@=USR(156
B,N,8,8,8) :NEXT N:POSITION 4,3:7 #6;"GARE
DVER"

1505 SOUND @,2,8,@:S0UND 1,0,8,8:50UND 2,8
8,8

1518 POSITION 1,5:7 #b;*PLEASE try AGAIN"
1515 IF SCOHI THEN HI=5C

1320 FOR N=1 TO 1@@@:NEXT N:GOSUB 2188@:60
SUB 20000:60T0 38

808 7 #6;CHR$(125):FOR N=R TD 3:@=USR{15&
B,N,8,0,8) :NEXT N

5885 SOUND 9,0,0,@:50UND 1,0,0,0

3818 POSITION 3,1:7 #b5;"CONGRATULATIONS®:P
OSITION 4,3:7 #6;"YOU HAVE WON ":POSITION
9,0:7 #b3"it"

3828 POSITION 6,7:7 #b;"try again®

3838 FOR N=1 TO 108@:NEXT N

3848 GOTO 15135

i

15088 7 %46;CHR$(125) :POKE 559,0:POSITION @
o11:7 #b;"score:";SC:POSITION 12,11:7 #8;°
lives:";LI

15818 COLOR 223:PLOT @,18:DRANTO 19,1@8:COL
=INT (RND (@) #2)+1:COLOR 234:1F COL=1 THEN C

OLOR 1%é

15020 SUR=MAZE (MALX,MALY):RST=1:1F SUR=& T
HEN RST=8

15038 IF SUR{»6 THEM AX=125:RY=105:VE=INT{
RND (@) #3) #4

15048 IF VE=B THEN POKE 705,34

13843 IF V6=4 THEN POKE 706,282

13845 IF VG=8 THEN POKE TR&,245

13858 ON SUR GOTO 151@@,15200,15300, 15408,
13500, 15600, 15700, 15680, 15908, 15600

15180 FOR N=@ 70 9:PLOT @,N:DRANTD 7,N:NEX
T N:FOR N=B TO 2:PLOT 7,N:DRAWTO 19,N:NEXT
N:FOR N=7 TO 9:PLOT 12,N

15118 DRAWTOD 19,N:NEXT M:RETURN

1520@ FOR N=8 TO 9:PLOT 12,N:DRANTO 19,N:N

EXT N:FOR N=B TD 2:PLOT @,N:DRANTO 11,N:NE
ITN

15218 FOR N=7 TO 9:FLOT @,N:DRAWTOD 7,M:MEX

T N:RETURN

13308 FOR N=B TO 9:PLOT @,N:DRANTD 7 M:MEX
T N:FOR N=8 TO 2:PLOT 12,N:DRAWTO 19 ,N:NEX
TN

1531@ FOR N=7 TO 9:PLOT 8,M:DRAWTD 19,N:NE
IT N:RETURN

15488 FOR N=B TO 9:PLOT 12,N:DRANTD 19,N:N
EXT N:FOR N=@ TO 2:PLOT @,N:DRAWTD 7,N:NEX
TN

15418 FOR N=7 TO 9:PLOT @,N:DRAWTD 12,M:NE
AT N:RETURN

15508 FOR N=@ TO 2:PLOT @,M:DRANTD 19, N:NE
XT N:FOR N=7 TO 9:PLOT @,N:DRANTD 7 ,N:PLOT
12,M:DRANTD 19 ,M:NEXT N

15518 RETURN

156088 ON INT(RND(@)#2)+1 GOTOD 156@5,15650
13685 FOR N=8 T0 2:PLOT @,N:DRANTO 2,N:PLO

T 17,N:DRANTD 19,N:PLOT @,N+7:DRANTD 2,N+7
13618 PLOT 17,N+7:DRANTO 19,N+7:NEXT N:PLO

T 3,0:DRANTO 16,@:PLOT 3,9:DRANTO 14,9:PLO

T 5,J:DRANTD 5,4

1562@ PLOT 14,3:DRAWTOD 14,6:FLOT B,1:DRANT

0 8,3:PLOT 11,1:DRAWTO 11,3:PLOT 8,5:DRANT

0 8,8:PLOT 11,6:DRAWTO 11,8

15638 IF SUR=& THEN AX=@:AY=8:CRI=125:CRY=
158:RETURN

15640 CRA=B:CRY=@:AN=125:AY=185: RETURN
15658 PLOT @,2:DRANTD @,@:DRANTO 19,0:DRAM

70 1¥,2:PLOT @,7:DRANTD @,%:DRANTOD 19,9:DR

ANTO 19,7

15668 PLOT 3,3:DRAWTD 3,B:PLOT &,3:DRANTO

b,a:PLOT 9,1:PLOT 9,5:DRANTD 9,8:PLOT 12,1

:DRANTOD 12,4

15678 PLOT 12,B:PLOT 13,4:PLOT 13,8:PLOT |

b, 3:DRANTD 16,6

15668 IF SUR=6 THEN AX=B:AY=B:CRY¥=133:CRY=
1581 RETURN

15698 CRY=0:CRY=@:AX=125:AY=105: RETURN

15788 FOR N=7 TO 9:PLOT B,N:DRAWTO 19,N:NE

AT M:FOR N=@ TO 2:PLOT B,N:DRANWTD 7,M:PLOT
12,N:DRANTO 19,N:NEXT N

13718 RETURN

15680 FOR N=B T0 F:PLOT 12,N:DRANTD 19,N:N

EXT N:FOR N=R TO 2:PLOT @,N:DRANTO 7,M:NEX
TN

13618 FOR N=7 TO 9:FLOT @,N:DRAWTD 7,N:NEX

T N:RETURN

159@@ FOR N=B T0 9:PLOT @,N:DRAWTD 7,N:MEX

T N:FOR N=@ TO 2:PLOT 12,N:DRANTO 19,N:NEX

TN

15918 FOR N=7 TO 9:PLOT 12,N:DRANTD 19,N:N

<IT N:RETURN

19999 REM NAIN TITLE SCRELN

20008 ERAPHICS 2+16:POKE 708,250:POKE 709,
13:POKE 710,58:POKE 711,122:POKE 756,CHSET
:POKE 559,62:5=0

28085 SOUND @,2@8,1@,10:50UND 1,99,8,10:P0

KE 784,47:POKE 7@5,54:POKE 704,202:POKE 70
7,246

Z0018 POSITION Z,8:7 #b;"RANPANT  SQUASHY®
tPOSITION 7,1:7 #6;"THINGS":POSITION 5,3:?
#6; “crystal®

20020 POSITION &,4:7 #b;"stramberry”

20838 POSITION 5,5:7 #6;"apple”

20040 POSITION &6,6:7 #6;"potate”

28030 POSITION 1,9:7 #6;"score:";3C

20060 POSITION 13,9:7 #&;"hiz";HI

20070 POSITION 4,10:7 #4;"press START®

Z0@8@ FOR F=8 TO 3:X=USR(1548,0,70,00,F+12
y:1=U5R(1568,1,80,98,F) : X=USR{1568,2,78,11

3,F+4):4=USR(1568,3,088,132,F+8)

ZBB98 IF PEEK(33279)=4 THEN SOUND B,8,0,8:

SOUND 1,8,@,0:RETURN

20093 5=5+1:POKE 53768,5:1F 5)254 THEN 5=0

20180 FOR 2=1 TO 1@:NEXT I:NEXT F:GOTO 208
oe

21000 REN DEFIKE WAZE
21818 RESTORE 2150@:FOR A=1 TO 8:FOR B=1 T

0 B:READ C:MAZE(E,A)=C:NEXT B:NEXT A:RETUR
N

21499 REM WAZE DATA

21380 DATA 1,6,4,5,6,10,8,2

21518 DATA 9,6,2,3,6,6,4,8

21520 DATA 9,4,7,4,5,5,6,4

21338 DATA 3,5,6,18,6,7,5,2

21548 DATA 1,7,6,6,4,4,7,8

<1330 DATA 9,6,6,6,b6,5,6,4

21568 DATA 9,6,5,10,8,7,6,2

21370 DATA 3,1@,7,6,6,6,6,4

24999 REM IST TITLE SCREEN

2300 GRAPHICS 1+16:FOKE 708,258:FOKE 709,
13:POKE 710,58:DL=PEEK(741) +PEEK(742) #254:
FOKE DL+18,7:POKE DL+19,7

23010 POSITION 2,3:7 #6:"PARAMOUNTAIN":POS
ITION 8,3:7 #b;"SOFTWARE":POSITION 5,7:7 §
b; "presents”

23020 POSITION 3,12:7 M6 RANPART SQUASHY®
tPOSITION 7,13:7 #6;"THINGS :POSITION 9,16
:7 #6; "by"

2303 POSITION 2,19:7 #b;"michael kempster

J0008 REM IKITIALISE - PLAYER ANINATOR

PAGE & - ISSUE 13
12025 SDUND @,2@@,1@,5:50UND 1,99,12,5
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S8B1D CHSET=PEEK (186)-8: CH=CHSET#254:DIN H
$(32) ,CHARS (42) ,MAZE (8,8) :RESTORE 30500:F0
R I=1 T0 32:READ A

30020 MS(1,1)=CHRS (A) :NEXT I:A=USR (ADR (M$)

197344, CH) : CHARS =" ABCDEF GHI.JKLMNOPRRS TUVNY
B123456789"

30825 SOUND 1,248,12,8

30838 FOR 1=1 TO LEN(CHARS):CHPOS=CH+ (ASC |
CHARS (1))-32)#B:FOR J=0 TO 7:READ K:POKE C
HPOS+J K:NEXT J:NEXT 1

3084 POKE 16 ,PEEK (1861-16:PNST=PEEK(186)
:F=PNST#256:RESTORE 38180:POKE 756, CHSET:S
OUND 1,100,12,8

38850 FOR A=1536 T0 175B:READ B:POKE A,B:N
EXT A:POKE 559,42:POKE 54279,PNST:FOR 0=
T0 3:POKE 53248+0,8:NEXT @

JeR55 POKE 511??,3:1=U5H1153ﬁ.FHETi:REETEH
E Ja2ee

38860 SOUND 1,200,2,8:FOR A=R T0 318 STEP

ZiREAD B:POKE F+A,B:POKE F+A+1,B:NEXT A

38070 GOSUB Z10@@:RETURN

JB@T9 REN DATA FOR W/C

50100 DATA 104,104,104 y141,218,6,24,105,4,
141,219,4,14% I 1&2 y34137,200,6,202, 14,250
lﬁ? 1y 1&2

Sll!l DHTH b,160,67,32,92,228,95,169, 1, 141

220,68, 184, 104, 104 /170,104,104, 157,288, 6, |
04, 104,157,212

30120 DATA 6,184, 104,157,284,6,169, 1,157, 2

80,6,169,0,141,220,6,96,173,220, 6,240, 3,76
,98,228

38138 DATA 162,3, 189,200, 5,208, 6,202, 15, 24
8,76,98,228, 142,216,6,169.B, 157200, 6, 141,
21,6, 189

Y0148 DATA 204 16,201,16,16,21,189,204, 6, 18
18,10, 18,133,205, 173,221,6,24,, 189,218, 6. |
33,286, 76

0150 DATA 152,6,173,221,6,24, 185, 1, 141,22
16,189,284, 8,56 233 16,157,204 ,6,201, 15,4
uﬂ:u

30168 DATA 127,6,173,219,6,24, 189,216, 6, 13

3,204, 19,8, 133, 263 168,255, 145,283, 136,20
8,251,189,212,4

30170 DATA 133,203,160,8, 177,205, 145,263, 2
09,192, 16,208,247, 174,216, 6, 189, 208, 6, 157
8,208,24, 144, 13
HHEMHIIEIHJBHJEHEHHEH
,,0,0,0,0,8,0

38199 DATA 192,208,224,240,0,0,8,8,2,8, 8
38199 REM DATA FOR P/K GRAPHICS

30200 DATA 36,24,126,219, 126,68, 24,
38210 DATA 36,24,126,219, 126,60, 8,8

38220 DAT 8,40, 126,219,126,24,8,8

38238 DATA 35,24, 1:& 219,12, 48 8,8

240 DATA 56, 18,56, 124,214,254, 68, 56
38250 DATA 9,16,56,124,214,254, 188, 56
30260 DATA 8,8, 56, 124,214,254, 124, 55

30278 DATA 8, 16,58, 124,214,254, 188 5
30280 DATA 68,126,909, 255,255, 255, 126, 60
36299 DATA 68,126,99, 255,255, 195,126 , 60
30300 DATA 60,126,90, 255, 255, 195, 46, 60
30318 DATA 48,126,99,255, 255,195, 126, 68

38320 DATA 64,228, 78 4,44,228, 78,4

30330 DATA 8,92,232,44,8,92,232, b4

38340 DATA 16,56,88, 228, 78,20,5, 16
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30358 DATA 32,112,36,78,228,72,28,8
38360 DATA 68,219,68,24,125,90,24, 48
30378 DATA 40,90, 60,24, 126, 24,24, 68
30380 DATA ﬁﬂ.!#,&!,?ﬂ,12ﬁ124,ﬁ!,i
38390 DATA 48,90,60,24,126,24,24, 60
38499 REM DATA FOR N/(
38508 DATA 194,184,133,213, 104,133,212, 184
133,215, 184,133,214, 162, 4, 168,0, 1??,212 1
45,214,289, 208, 249, 238,213
38518 DATA 238,215,282,208,248, 96
38519 REN DATA FOR CHARACTERS
38520 DATA 8,28,62,119,127,119,119, 119
38530 DATA @,126,115,126, 127,115,127, 12
30548 DATA 0,63, 112,112, 112,127,127, 63
30545 DATA 126,126,126,8,231,231,231 0
38550 DATA B,127,112,124,112,127,127,127
38555 DATA 9,127,112,124,112,112,112, 112
30560 DATA 9,63, 112, 112,119,115, 127,82
38578 DATA @, 119 119,127,127,127,119, 119
30580 DATA 9,127, 127,48, 127,127, 127,127
38585 DATA 36,102, 195,24,24,195, 182,34
30599 DATA 8,115, 119, 126,174,127,119, 115
38608 DATA @,98,95,96,96,127,127,127
30610 DATA 8,99,127,127, 127, 187,99, 96
38620 DATA 9,115,123, 127,127,119, 115,115
30638 DATA 8,62, 119,119,119, {27, 127,62
30648 DATA 8,126, 115, 127, 126, 112,112,112
0650 DATA 8,62, 119,11, 119, 127 124,59
38668 DATA @,126,115,127,128,119, 119, 119
30670 DATA 883,127,126, 126,7, 127, 126
30680 DATA @,127,127,62,62,82, 62,62
38699 DATA 8,119,119,115,119,127,127,62

Ja7ee DATA @,119, 119,119,119,127,62,28
8710 DATA 8,99,99, l!? 127,127, IET ?“

38728 DATA 8,119, li? 127 EE 28,62,62

30730 DATA @ az,119 119 127,127, 12? b2

30748 DATA 0,28,60,28,28, 28,127,127
0750 DATA l,ﬁ! 126,7,14,28,127,127
30768 DATA 8,62,127,7,31,7,127,82

Q770 DATA @,119,119,119, 127,121,1,7
38780 DATA 8,127,127,112, 126,7, 12? 126
38798 DATA 0,28 Eﬁ 112 126,119, 12? &2

- J06@@ DATA @,127, I?? 1,14 23,5& 48

JRB1 DATA @,862,119,42, 119,119,127, 42
50820 DATA @,62,127,119, 63,14,28,56
38838 REN ﬂﬂ#if'fff

dlepent
CQuaely
Jlluge
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;

(Falex-Vaders runs on any
BEBEC micro with 32K or
Electron. If you think it's
another GSpace Invaders
game with 48 marching
invaders, & kinds of in
vaders, mystery ship and
bombs that erode your
defencesl|

Well you are right but
you've got all that and
much more. In fact these
invaders get tired of mar-
ching side to side and sud
denly leave formation to
furiously attack your
lager base. 50 what you've
got is a good mix of
““Galax- ians'' and ‘‘Space

e

Invaders’” with all the ac-
tion you can expect from a
machine-code arcade
game.

As you see the Game is
in two parts: Program 1
contains all the machine
code and I advise you to

i@ REN masssssssssEsEs
20 REM = Balexvaders =
J8@ REM = by =
48 RER = C.Rondap =
S8 REM = Lisb/Dez/B4 =
&8 REW messsssssssssns
78 MODE7Y

88 PROCTEXT

—
.-""\--.
. —
* L
L

tyvpe it carefully and save
it before you run it other-
wise all your work can be
lost.. Then type Program =
and save it just after Pro
gram 1. To play the game
just enter CHAIN'" and
that's all.

98 ML=k79:MH=L7A:CONT=L7B: LP=k7CtRET=LTD

iee LIv=19300

118 LIVE=LIV+L1oHYTaLIVB+1 o HYL=MYT+1 1 AYH=MYL+1:SHIPDEA
D=MYH+1 t RE=SHIPDEAD+1:CSHOT=RE+1:GAL=CSHOT+1l 1 BAH=GAL +4!
BL=BAH+4: DRMI1S55=5L+4; AS=DRMISE+B8: DRNYST=AB+B: TPEXP=DRAY

8T+32

120 SHOT=TPEXP+32:NINV=8HOT+1oLIDEAD=NINV+1 1 BCR=LIDER
D+#11FPL=SCR+ 11 FPHuFPL+1 1 CONT1=FPH+1 s NAV=CONT1+1 i THEXP=N
AV#141 INVRTHEXP+1&1 INVE=INV+163 s INVI@=INVE+1E6: INV2ZI=]NV
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L1@+16) INVI@=INVZ2I+ 16 INVIImINVID+1 60 INVZE=INVILI+140 INVS
I=INV20+16

130 DDEF=INV3I1+41&6:IPL=DDEF+B: IPH=IPL+48:D@=IPH+48:FE
NSE=D@+4B:PORT=FENSE+4B1D1=PORT+1:COL=D1+4B: COH=COL+48:
ROF=COH+48: ROF1=ROF+1

148 MNAL=ROFl1+1:BA@=NAL+116Al=BAR+]

13580 FE=BAl+11FIL=FE+J:FIH=FIL+3

148 FOR A=DDEF TO DDEF+7:READ B:?7Aa=BiNEXT

178 DATA 9,68,153,102,119,34,221,178

lB@ FOR A=THEXP TOD THEXP+15:READ B:?A=B:NEXT

190 DATA 33,65,130,62,18,99,134 ,64,64,172,20,228,135
,132,108,72

280 FOR A=DRMYST TO DRMYST+31:1READ B:7?A=BiNEXT

218 DATA 0,0,31,255,25%,51,0,0,156,233,255,255,244,25%
:;E:ﬂiﬁilzﬂ,lgl,EEﬁ.EﬂE,E‘ﬁ,?EE.?EE.E.I1I,2'4,255,2i?,i

*" L

2280 FOR A=FENBE TO FENSE+47:READ B:?A=ByNEXT

238 DATA ©,0,0,0,17,51,119,255,0,51,119,25%,255,255,
255,255,253,235,2593,235,235,255,255,255,255,255,2595,255
1 293,235,23%,255,0,204,2368,255,255,259,255,255,0,0,0,0,
136,204,238, 255

240 FOR A=AS TOAS+7iREAD B:7?A=BiNEXT

250 DATAR,32,64,32,16,32,64,32

260 FOR A=NAV TOD NAV+15:READ Bi7A=BINEXT

278 DATA 1y1,1,3,33,111,14,10,0,8,8,12,206,111,7,5

280 FOR A=TPEXP TO TPEXP+31:READ Bu?A=ByNEXT

299 DATA ©,48,76,131,224,6%5,48,0,194,21,8,15,124,8,2
1,130,28,6,34,192,162,1,2,20,128, 104,96 ,6,24, 48,192, 8

J8@ FOR A=INV2Z@ TO INV2D+15:READ B:i?A=BiNEXT

310 DATA 68,34,17,35,87,159,174,204,34,68,136,76,174,
159,87,51

328 FOR A=DRMISE TO DRMIBE+7iREAD B:7A4=BsNEXT

338 DATA ©,96,96,96,253,255,102,0

J40 FOR A=INV21 TO INV21+1S5:READ By 7A=BINEXT

:EI'DHTA 68,34,221,174,87,35,17,8,34,468,187,87,174,7%
1136,

340 FOR A=INVID TO INVIB+15:1READ Bi?A=BINEXT

3728 DATA 224,&?.3:,?1.Il!,il#.ﬁﬂ.!4,112.#4.?2,4&,1[!.
a91,34,468

360 FOR A=INVI1 TO INV3Ii+15:READ Bu7A=BiNEXT

398 DATA 224,67,33,71,103,88,136,136,112,44,72,46,110
1 34,17,17

400 FOR A=INVI® TO INVI®+1S:READ B:7A=BINEXT

410 DATA 204,207,101,3,97,192,64,32,51,63,106,12,104,
48,32,64

428 FOR A=INV11 TO INVI1+15sREAD Bir7A=BiINEXT

430 DATA 204,207,101,3,97,64,128,128,51,43,1086,12,104
52, 16,14 ;

440 FOR IX=8 TO2 SBTEP 2:Pi=2B300

430 [OPT IX

460 .BTART

470 LDX#R

460 .RO

490 LDAN1:8TA DB, XosLDANB:STADI, Xt INX:CPX#4B8:BNE RB

580 LDASLAD:ISTA FPL:LDAMLSE:STA FPH

318 .BlB

320 LDANLIQ:STALBR:LDARLTFiETALEI

538 LDA®1&:BTA CONTL1:18TA ROFI

348 LDA®1:S5TA ROFiLDASB:ISTA NAL

550 LDY®LS

568 .NB

978 LDA NAV,Y:BTA(LER),YrDEY:BPL N@

980 LDAR4B:STA NINViLDA®4STA CBHOT:STA CONT:LDA®R:1 S
TA BHIPDEAD:STA BHOT:STA LIDEAD:S8TA LP:LDA®B:STA MLi1LDA
#B18TA MH

558 LDA#IB:STA MYTiLDA®1:8TA LIViSTA ROFiLDASRISTA L
Ive

488 .DRABAIN

618 LDY#LS

620 .RI

638 LDA INVIB,Y:'BTA INV,Y:DEYsBPL Ri

440 LDA FPLiSTALTB:LDA FPH:8TALTI

&30 LDXw@

440 .R2

6780 LDALTR:BTA IPL,X2LDAR711STA IPH,X

480 LDY#1S

690 .R3

788 LDA INV,Y:STA(L78),Y:DEY1BPL R3

718 INX:CPX®B:BEQ MORE:CPX#146:BEQ MORE:CPX#24,BEQ@ MOR
EtCPX#32:1BEQ MORE:CPXW#4@:1BEQ MORE:CPX#481BEQ NEND

720 CLCLDALTB:ADCO32:1STALTRILDALTI1ADCH#RIBTALTL
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T30
740
=1

760
7780
780
798
see
i@
820
Bie
B840
BS@
B40
B7@
gee
89e@
908
710
928
938
940
550
750
970
788

BPL Lé

eal
loQe
1010
1820
183@
1040
1858
19560
1878
1888
1290
1100
1110
1128
1138
11482
1158
1160
1178
11688
1199
1200
1218
1229
1238
12480
1250
1268
1270
1288
1299
1300
1310
1320
1338
1340
1350
1360

BBl 574

CLC:LDAL7@:tADCH160:STAL7@:LDAK71:ADCH11ETAKT]

JMP R2
» MORE

TXA:CMP#14:BE@ FCH:CMP#32:BER SCH
JHP R2
. FCH
LDY#135
«R3
LDA INV21,YsBTA INV,Y:DEY:BPL R3
JMP R2
« 5CH
LDY®13
« R4
LDA INV3I@,Y:8TA INV,Y:DEY:BPL R4
JHP R2
- NEND
RTS
- HOVALL
LDA RET:BEQ WRE
LDAN4B:STA PORT:JSR DELAY
DEC RET:RTS
.WRD
LDA#28:15TA RET
LDY#15
L&
LDA INVIQ,Y:STA INV,Y:LDA INVI1,Y:STA INVO,Y:DEY:

LDx#@
L7
LDA DB,X:BEQ@ DEADI
LDA IPL,X:STAK7@:LDA IPH,X:STALTI
JER ALE:CHP#20:BCS L@7
JSR DOB
. L07
LDY®#13
LB
LDA#@:S5TA(LT@) ,Y: DEY:BFL LB
CLCtLDAK7@:ADC ML:STAL7@:LDAL71:ADC MH:STAKT7I
LDA LP:BNE Pl
LOY®#13
L7
LDA INV,Y:STA(LT7®),Y:DEY:BPL LY
JMP DEADB
Pl
LDY#1S
.P2
LDA INVD,Y:BTA(LTD) ,Y:DEY:BPL P2
.DEADR
LDAR7@:5TA IPL, Xt LDAK71:8TA IPH,X
. DEADI
INKiCPX®14:BEQ PI1CPXNIZ21BEQ P31 CPXN4BIBNE L7
DEC CONT:iBNE F@
LDA HL:CHPWEB:BERQ F1
LOAMEISTA MLILDA®R:STA MH
LDAW&E: STA CONT
JHP F@
«F1
LDA#24B:5TA ML:LDA®255:18TA MH
LDAR&:ETA CONT
.F@
LDA LP:BNE F2
LDA®1:8TA LPIRTS
«+F2
LDOANB:STA LPiRTS
«P3




1 1370 LDY#15 2060 W7

1380 .P4 2070 LDA#2:5TA SCR:LDAM@:STA SHOTIRTS
] 139@ LDA INVZ1,Y:8TA INV,Y:LDA INVZO,Y:STA INVE,YiDEY: 2080 .W8
BPL P4 2898 JSR OBACK:JMP W7
1488 JHWP L7 2108 .W9
1410 .PS 2118 LDA#1:5TA SCR:LDA#B:STA SHOT:RTS
14208 LDY®1S 2120 .WTR
1430 .P& 2138 JSR OBACK:JMP W9
1449 LDA INV3D,Y:STA INV,Y:LDA INVIL,YiSTA INVE,Y:DEY: 2140 .WR3
BPL P& 2150 CMP#255:1BED W4
1450 JMP L7 2160 LDAM1:5TA LIDEAD:LDA#@:5TA FE,X:STA SHOT
1460 RTS 2170 LDY#@:LDA(LB2) ,Y:CHP#20%:BEQ W5:CHP#51:BEQ W&:CHP
i 1470 .DRFENSE #5B:BEQ W7:CHPWI4:BEQ WB:CHPH224:BEQ WF:CHPN112:BEQ WTH
! 1480 LDY#47
£| 1490 .00 2180 LDA®S1STA SCRIRTS
| 1500 LDA FENSE,Y:STA(&TO),Y:DEY:1BPL G0 2199 . W4
! 151@ LDx#@ 2200 LDYWN7
1520 .03 2218 .vV@
1530 CLCILDA&7R:1ADCH#A4:STAL7R:LDAKT1:ADCHI1STALTI 2220 LDA DDEF,Y:STA(4B2),Y:DEY:BPL VO
15408 LDY#47 2230 LDA#R:S5TA FE,X:5TA SHOT
1558 .01 2248 LDAWZS@:STA PORTi1JER DELAY:JSR DELAY:JSR DELAY
1540 LDA#N255:8TA(&7@) ,Y1DEY1BPL Q1 2230 RTS
1570 INXICPX#3:BNE @3 2260 .FIREI
1580 RTS 2270 LDI#2
: 1598 .MR 2288 .TARZ2
| 160@ LDA CONT1:CHP#32:BER B2 229@ LDA FE,X:BEQ TARS
1418 LDY#1S 2328 LDA FIL,X:5TALB2
14208 .98 2310 LDA FIH,X:1STAKB3I
1630 LDA#R:1STA(LBR) ,Y:DEY:BPL 5@ 2320 LDYW7
1640 CLC:LDALB@:ADC#B:1STALBR:LDALBL:ADCH#R:STALBI 2330 .TAR3
1650 LDY#9:LDA(KBR),Y:BNE JMORT 2340 LDAW@:STA(LB2),Y:DEY:BPL TAR3
t 1660 LDY#1S 2350 SEC:LDALBZ2:SBCH&4:STALBZ
16478 .51 2360 LDAKB3I:SBCH#1:ETALB3
_ 1488 LDA NAV,Y:STA(LBR),Y:DEY:BPL 81 2370 LDY#@:LDA(KB2Z) ,Y1BER WRI
_ 149@ INC CONTI 2360 JMP WR3
j 1700 .52 2398 . WRI
1718 RTS 2400 LDAMB3I:CHMP#&SC:BCS V2
; 1720 .JMORT 2410 LDA#R:STA FE,N:5TA SHOT:JMP TARS
. 1738 LDA#1:5TA SHIPDEAD:RTS 2420 .V2
' 1748 .MLE 2430 LDYW7
: 1750 LDA CONT1:1BE@ 855 2440 .TARY
1768 LDY#1S 2450 LDA#1&:STA(RB2) ,Y:DEY:BPL TAR4
1779 .53 2440 LDAKB2:STA FIL,X
1780 LDAW@:1STA(LB®) ,Y:DEY:BPL 53 2470 LDALB3I1STA FIH,X
1798 SEC:LDALB@:SBCAB:STAKB@: LDAKE1:EBCAR:1STALEL 2480 .TARS
M 1808 LDY#1:LDA(LBRB),Y:BNE JMORT 2450 DEX:BPL TARZ
! 1818 LDY#1S 2580 RTS
B 1820 .54 . 2518 .DREXP
’} 1838 LDA NAV,Y:STA(KER),Y:DEY:BPL 5S4 2520 LDA SCR:CMP#5:BEQ X1
i 18402 DEC CONTI 2538 INC NAL:LDA NAL:CMP#3@:BNE RPD
1858 .55 2548 LDA®R:15TA ROF
1848 RTS 2550 .RPD
1878 .FIRE 2560 LDYWIS
IBE@ LDXN#2 2578 .VT1
1892 . TARR 2%80 LDA THEXP,Y:STA(4B82),YtDEYsBPL VT1
198@ LDA FE,X:BNE TARI 2590 RTS
1918 SEC:LDA&BD:SBCHA4:1STA FIL,X 2680 . X1
! 1928 LDALBL:SBCHI:STA FIH,X 2618 LDY#3L
1930 LDA#1:5TA FE,X:LDAW@:STA SHOT:RTS 2620 .12
' 1948 .TARI 2630 LDA TPEXP,Y:STA(LB4),¥:DEY:BPL X2
| 1958 DEX:BFL TAR® 2648 LDA®1:STA LIVIRTS
1 19640 LDA#1:STA SHOT 2650 .EFAEXP
1978 RTS 2660 LDA SCR:CMP#S:BEQ X3
1988 .0BACK 2670 LDY#15S
1998 SEC:LDALB2:SBC#B:5TALB2 2680 .vei
2000 LDALB3:SBCH#R: STAKE3 2690 LDA#B:STA(KB2),Y:DEY:BPL V@I
20818 RTS 2700 RTS
2020 .WS 2718 . X3
2030 LDA#3I:STA SCR:LDAW@:STA EHOT:RTS 2728 LDY#3!
2040 . Wb 2730 .X4
2050 JSR DBACK:JMP WS 2740 LDAW@:BTA(LB4) ,Y1DEY:BPL X4

27358 RTS

2760 .X3 RTS

2770 .COALIEN

2788 LDA SCR:CHMPW3:BEQ X3

2790 LDXxw@

2808 .VT2

201@ LDA D@, XtBNE IK7:LDA D1,X:BEQ JK7
282080 .IK7

2830 LDA IPL,X:BTAK7Q:LDA IPH,X:1STALTI
2640 LDYWQ:LDACKLTD) ,Y:CHP#331BEQ V4
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2830 .JK7

2860 INX:CPX®4Bi1BNE VT2

2870 RTS

2880 .V4

2898 LDA#@:STA D@, X:STA D1,X

2900 LDxwe@

2918 .VTs

ﬁ:!l LDA D@,X:BNE VT7:LDA D1,XeBNE VT7tINX:CPX#48: BNE
&

2930 .V3

2940 LDX#D

2930 .Vvé

29608 LDAWI:CTA DR, X:LDAN@:STA DI, XsINXsCPXW4BIBNE Vé

2978 LDA FPH:CMP®&&S:BCS NDANCE

29680 CLC:LDA FPL:ADC®&4:BTA FPL:LDAFPHIADC#115TA FPH

Z798 .NDANCE

JB0@ LDAW1:ETA ROF:LDAW@:STA NAL

IB1@ LDA#4:STA CONT:LDAWB:STA ML:iLDAWB:STA MH
JBZ@ JSR DRABAIN

3030 . VT7

3848 RTS

3850 .DOB6

Joel LDY#D

Ja’re .DGe

Jeee LDA BL,YiBNE DB2

5098 SEC:LDAL7@:SBCHL:STA BAL,YrLDAL71:SBC MH:STA BAH,

3100 LDAN1:STA SL,Y

3110 RTS

3120 .DB2

3130 INY:CPY#4:BNE DG@

3140 RTS

3150 .BULLET

3168 LDA CSHOT:BEQ BT

3170 LDA®6:STA PORT:JSR DELAY

3180 DEC CSHOT:RTS

3198 .BT1

3200 LDA#1:STA CSHOT

3210 LDX#O

3228 .BLR

3230 LDA GAL,X:STAL7@:LDA GAH,X:STALTI

3240 LDA SL,X:BEQ BL&

3250 LDY#7

3260 .BL!

3278 LDA#@:STA(L78),YsDEY:BPL BLI

3280 CLC:LDAL7:ADCHE4:1STALTR: LDAKT1:ADCHISTALTY
3298 LDAL71:CMP#4B@:BCS BLDS ;

3308 LDY#@:LDA(&7@),Y:CHPH2551BEQ BLI:CMPH1:BED BLS:C
MP#B:BEQ BLS

3310 LDY#7

3320 .BL2

3330 LDA AS,Y1STA(K7@),¥Y:DEY:BPL BL2

3340 LDALT@:STA BAL,X:LDAKT1:STA BAH,X

3350 ,BLG

IX60 INX:CPX#4;BNE BLD

3378 RTS

3380 .BL3

3390 LDY#7

3400 .BL4

3418 LDA EﬂEF,Y:ETH1E?iF1Y:DE?:BFL BL4

3428 ,BLBS

3430 LDANB:ISTA SL,X
3440 INX:CPX#4:BNE BLQ
3450 RTS

3460 .BLS

3470 LDA#D:STA SL,X
3480 LDA#1:STA SHIPDEAD
349@ RTS

3500 .MYC

3512 LDA LIV:BEQ MYST
3520 JSR ALE:CHP#10@1BCC CYe
1538 RTS

3542 .CYO

3550 JSR ALE:CMP#10:BEQ CY1
3560 RTS

3570 .CY1

358@ LDA#@1STA LIV

3590 LDAWBiSTA MYL:LDA#@:STAMYH
3600 LDASL4R:STALBA:LDANLSCISTALBSIRTS
3510 ,CHOICE
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3420
Jal0
Jb4p
36350
3660
3470
36680
3490
3708
3710
3728
3730
5740
3750
3760
3770
3780
3798
jgee
J8le
Jgze
Jg3e
Je4n
Jgse
1-1.1
J87e
j880
38980
J9e0
910
3920
3930
3540
J9se
3960
3978
1980
J99@
4000
4018
4020
4030
4040
48350
4B&0
4870
480
4890
4100
41180
4120
4130
4140
4150
4140
4170
4180
4190
4200
4210
4220
4238
4240
4250

P#235: BEQ SUN:CHPW@:BNE SILS
4268 LDALB7:CMPBLTF:BCS SILS

BBl 370

LDA MYL:CMP#248:BEQ@ MY!
«MY2
LDANZ4B:STA MYLILDANZSS:8TA MYH:RTS
MY1
LDA#BISTA MYL:LDAW@:STA MYHi1RTS
.MYST
LDA MYT:BER MY®
LDA#2:5TA PORT:J5R DELAY
DEC MYTtRTS
HYD
LDAR1IB:STA MYT
JSR ALE:CMP#1@:BCS MRY
JSR CHOICE
«MRY
LDY#31
MY3
LOAND:STA(LB4) ,YsDEY: BPL MY3
CLC:LDA&B4:ADC MYL:STALB4:LDALBS:ADC MYH:1STA 4BS
LDALB4: CMPHB1BCC M1t CMP#232:1BCE M2
 NOW
LDY#31
~MY4
LDA DRMYST,Y:S5TA(kB4),Y:DEY:BPL MY4
+EMY
RTE
M1
CLC:LDAKB4: ADCH#B:STAKB4: LDAKBS: ADCHD@:5TALBS
JHP NOW
M2
GEC:LDAKB4SECHB:STALB4LDAKBS:SBCH#D:STALAY
JHP NOW
« ALE
TXAIETA RE
LDY#B
. BB
CLCILDA &73+3
BPL IB
LDX#2
sl
LDA &735,X:EOR &72,X:8TA &475,}
DEX:BPL LI
8EC
LB
ROL &75:ROL L75+1:ROL &75+21ROL &75+3
DEY:1BNE BG
LDA REsTAX
LDA kT3+3
«8IL
RTE
.MIBBIL
LDA LIVB:BNE BILI
LDA LIV:BNE BIL
JSR ALE:CHP#3:BCC
RTS
.9ILR
CLCiLDALB41ADCHBR:1STALBLI LDAKBSIADCHIsSTALET
LDA®1:8STA LIVE
RTE
.8IL1
LDY#N?
«BIL2
LDAWBISTA(KBA) Y1 DEY:BPL SIL2
CLCILDALB&1ADCHE4:STALBAILDALBT 1ADCH115TALRY
LDY®@:LDA(KBS) ,Y1CMPO1:BEQ SILSetCHMPHBI1BER BILS:ICH

7))

SILD




4278 .GUN 49680 RTS

4280 LDY#7 499@ .B600D
429@ .BIL3 5000 LDA ROFi1BNE MT12
4300 LDA DRMISS,YrSTA(KBS),YIDEYIBPL SILY 5218 JSR ALE:CMP#3:1BCC MTII
431@ RTS 5820 RTS
4320 ,S8ILS 5030 .MT11
4330 LDA®L:8TA SHIPDEAD @42 LDX#R
4340 .BILS 5850 .WTid
4350 LDA®R:STA LIVE SP&@ LDA D@, X:BER MTY
4348 RTS @78 JSR ALE:CMP®28:BCS MT9
4370 .DSHIP Q8@ LDA®IB4:STA COL,X
4360 LDY#15 S@898 LDAW254:STA COH,X
439@ .DER S100 LDAN@:STA D@,X:LDA IPL,X:STAKT@:LDAIPH,X18TALT]
4400 LDA THEXP,Y:1STA(LB@),YiDEY:BPL DER 118 LDY®R:LDA(&70),Y:CHP#224:1BEQ PT@:CMPH4BIBER PTI
441@ RTS 5120 LDAW16:5TA D1,XtRTS
4420 .EFSHIP 5130 .PT@® LDA#4B:5TA Di,X:RTS
4430 LDY#1S 5148 .PT! LDA®32:8TA D1,X:RTS
4440 LEF2 5158 RTB
4450 LDAWR:BTA(LBR®),Y1DEY1BPL EF2 5140 .MTY
4440 LDAND 5178 INX:CPX#4B1BNE MT10
4470 .JK si18@0 .MT12
4480 LDA SL,X:BEQ JKJ 519@ RTS
4499 LDA BAL,X:STALTO:LDA BAH,XsB8TAKTI 5200 .MOV4E
4500 LDY#7 5210 LDA ROF1:BEQ TTI
4510 .JK1 %220 DEC ROF1:RTS
4520 LDAN@:STA(K7@),YsDEY:BPL JKI 5238 .TT1
4530 . JK3 %240 LDA®I:STA ROFI
4540 LDAND:ISTA BL,X 5250 LDi#@
4550 INX:CPX#41BNE JK 5260 .MT13
4540 LDX#R %270 LDA D1,X:BEQ MT18
4570 .JK30 528@ LDA IPL,X:STALT®ILDA IPH,X:STAKT!
458@ LDA FE,X:1BEQ@ Jk4@ 5290 LDY#1S
4599 LDA FIL,X:STAKT@:LDA FIH,X:BTAKTI 5300 .MT14
4580 LDYWN7 5310 LDAWD:1STA(K7R),Y:DEY:BPL MT14
4610 .JK4 5328 JSR ALE:CMP#9:BCS TICOD
4420 LDA#R:BTA(LTR) ,YsDEY:BPL JK4 £330 JBR TEST3
4530 LDA®2:5TA FE,X:8TA BHOT 5340 ,TICO
' 4640 . JK4D 5350 .MT1S
i 4658 INX:CPA®3:BNE JK3ID =340 CLC:LDA&7@:ADC COL,X:8TALTR
: 4660 ,JKS 5370 LDAK71:1ADC COH,X:1STALT!
; 4570 LDA LIV@:BEQ JKB %380 LDAL71:CMP#LSB:BCC TESTI:CMPHK7B:BCC MATT
g 4580 LDYW7 5398 SECILDAL7R:1SBCHLOR:STALTR
| 4690 . JKb 5400 LDAL711SBCHLIT1STALT!
: 4700 LDAWD:STA(LBA),Y:DEY1BPL JKé S41@ LDA#72:15TA COL,XtLDAWI:STA COH,X
; 4712 LDA#2:5TA LIVD 5420 .MOTT
! 4720 ,JKB 5430 LDA BAR:ADC DI ,X:BTARBE
1 4730 LDANLSOISTAKBR:LDARKTFIETAKS! 5440 LDA GALISTALBF
1 4740 LDY#1S . 5450 LDY#1S
E 4750 .EFR S460 .MT1é
' 4740 LDA NAV,Y:STA(KBR),Y:DEY1BPL EFR 5470 LDAI(LBE) ,Y1STA(LTR) ,YsDEY:BPL HTIé
{ 4770 LDA#R:STA SHIPDEAD S48@ JER ALE:CMP#S@:BCS MT17
4780 LDAW1&:8TA CONTI 5499 JSR DOB
! 47908 RTS =50@ .MT17
i 4800 .DELAY 5510 LDA&7Q:8TA IPL,XtLDAKT1:8TA IPH,X
f 4812 LDXPORT 5520 .MT18
i 4820 .EQ 5530 INXtCPXW4B1BNE WT19
i 4830 LDY#Z0 5540 RTS
i 4840 .EI 5550 .MT19 JMP MT13
t 4850 NOP:NOP:DEY:BNMNE EI =xiB .TEST3
F 4840 DEX:BNE ER %578 JSR ALE:CHP#23D:BCS TESTA:CHP#138:BCS TEBTS
: 4870 RTS ==8@ LDA#S&:1STA COL,X:LDAM1:STA COH,X
b 48680 .PUF 559@ RTS
L 4890 LDANLARISTALTRILDANKATISTARTL 5400 .TESTA
§ 4990 LDX#13 s618 LDA#192:STA COL,X:LDANZS541STA COH,X
g 4910 .PUF@ 5628 RTS
i 4920 SECILDAL7R:1EBCHI&rSTALTE:LDALT1tBBCHRISTALTF 5430 .TESTS
i 4938 LDY®1& S640 LDAW72:5STA COL,XsLDA#1:1STA COH,X
i 4940 .PUF1 5458 RTS
! 4950 LDA(LTR) ,Y:STA(K?E) ,YsDEY: BNE PUF1 S&60 INEXT IX
' 4960 CLC:LDALT@:ADCH16:STALTR:LDAKT71:ADCHD:STAKTL 470 7h72=453:7473=LBS:?k74=kT 4 | k75=RND
4970 DEXiBNE PUFR 5680 76AQ=LCT:7BAl=kAC

3698 PROCTEXT

3720 CHAIN"VADERSZ"

S71@ DEFPROCTEXT

5720 PRINTTAB(13,4);CHR$(129); "ESHIFRASOFT"

5738 PRINTTAB(15,8);CHR$(132) "PRESENTS"

5740 PRINTTAB(11,13);CHR$(141);CHR$(133);CHR$(136);"BA
LEX-VADERS"

5750 PRINTTAB(11,14);CHR$(141);CHR$(133);CHR$(136);"6A
LEX-VADERS"

5768 ENDPROC
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1@
0
i
42
50

REM sssssssmmss=ses
REM = Balesxvaders =
REM = part2 =

SLek4CICiFPL=LACT4s FPHe k4L 75: BHOT=L4CTR: LIDEAD=LACTZ:
SHIPDEAD=L4CI L1 START=LAFAC: DRAGAIN=LAFBE PUF=s k54381 DRFENSEnk

S12B:FIRE=LS1BF:FIREI=kS278

&

5
e
T
L1
1@
268
118
120
138
142
158
150

MR=kS153: MLE=LS1BArMOVALL=LS@4B I NYCokS453 s MISEILnESY
33t BULLET=&S3C4: SCR=L4CT3: DEHIPuLSSTFELEFSHIP=LSSAT: DREXP=LS2
DRtEFAEXP=&S3@11COAL IEN=LSI1D1B00D=LS44C MOVAB=LSECS: FE=LAEY

DIM NIX(10),NIS(1@)
NODES
VDUZ3;8202;0;0;9)
ENVELOPE1,0,-8,-3,122,227,245,194,125,-76,=1,-6,126, |
ENVELOPE2,129,0,0,0,100,0,0,127,-2,0,~1
vDUL9,3,4,0,0,0,19,2,2,0,0,0
PROCFIRST
REPEAT

COLOUR 1

FOR A=1 TD 94:READ B#:PRINTTAB(15,12);B#:FOR @=1 TO 3

PB:NEXT:CALL PUF

178
189
190
200

2]. n-‘Tn n.a.c. 1]'"'“'“'“.E1H‘!‘ ‘ |h|?. .:ip‘u‘n+"|d|.’
Oy sky 4Ry 0,k om0, G Iy=y 0,0, 6,8, WX, = r,0,0,0,t, ,8,p,
a,cymy=yfydyryey  (Bya,s,e, ,B,o,n,u,s, ,a,t, ,8,0,0,0, , '

IF INKEY(-B2) A=9S
NEXT

RESTORE 21@

UNTIL INKEY(-B2)

By=ymytya,r,t, , 4,

228
238
240
238
260
278
288
298
1]
310
320
330
J4@
350
J&0
370
ige
+50
400
418
420
a1
440
450
440
470
480
170
=1 1]
310
520
330
S40
550
60
378
s le

Jee
390
(1]
L} ]
620
oie
L]
LH]
(1.1
a7l

HIi=@; D=2

#FX11,@
FOR A=0 TO 3:7(8L+A)=BiNEXT:74L7D=20
FOR A=FE TO FE+2:17A=RINEXT

, 126,120

VDU19,3,4,0,0,08,19,2,2,0,0,0,23;8202;0;0;0;

CLS
SCX=@:iLI%m3:di=p
PROCSCORE:PROCTIsPROCLI
PROCBODD
CALL START
REFPEAT
CALL WOVALL
CALL 800D
CALL MOvVaB
CALL MYC
CALL WIBBIL
IF IMKEY(-47)CALL MR o
IF INKEY(-98)CALL MLE
KX=INKEY (D)
IF Xi=32 AND 7?SHOT=@ SOUND 1,1,1,2¢CALL
CALL FIRE!
CALL BULLET
IF ?LIDEAD=1 PROCSC
IF ?EHIPDEAD=1 PROCDEAD
UNTIL LIY=0
#FN19,1
MODE?Y
IF D=] BOTOD %88
REETORE 378
A=5208
FOR I=1 TD 1@
A=A-RND(SR8)
READ BSiNI$(l)wB#:NIX(I)mA
NEXT
D=]

FIRE

DATA Carlos Rondao,Ana Otero,Paula Rondao,Sergio Tavar
V. Matos,J.Nelas,Pedro Jordao,Jose Afonso,Jose Rodrigu
s, Joao Comparada

PROCHI
PROCHITABLE
HIZ=NIX(1)
IF 8#="Y" MODES:B80TD 249
"FR12,0
END
DEFPROCEC
CALL DREXP
SCE=8CX+1@#75CR:1 PROCBCORE
IF SC1>B@@@ AND Ji=B SOUND 3,-15,200,5:"

LIdle=]

1L
&50
Tee
Ti@
728

IF 78CR=3 BOUNDLRO1D,2,4,2
PLIDEAD=B

CALL COALIEN

CALL EFAEXP

ENDFROC
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"I=LIX+1:PROC

BB : -

738 DEFPROCBCORE

7480 COLOURi

758 PHIHTTlBtl.llLEFTi{‘Illll'.E-LEH{BTRiBEIIJ|IEI]

748 ENDPROC

778 DEFPROCTI

788 COLOUR1

790 PRINTTAB(14, L)LEFTS("0000B" ,S-LEN(STREHIL) ) JHIY)

BE@ EMDPROC

818 DEFPROCDEAD

828 CALL DEHIFP

B30 LIX=LIX-1

848 PROCLI

B350 SOUNDRERIR,2,5,20

B8 FOR Q=@ TOS@@:MNEXT

B78 CALL EFBHIP

EE@ PROCERON

BE¥@ 7FEHIPDEAD=R

T8@ ENDPROC

918 DEFPROCLI

928 COLOUR JIFRIHTTlIt1.ijLEFT#{'II'.E-LEHIiTHILIIH11LII|

938 ENDPROC

948 DEFPROCFIRST

938 Vie3@ :

%68 FOR C=& TOD 1% STEP #4:COLDUR RND(2)+11PRINTTAB(&,C) VY
*Points"

7R VIsVi-18

FE8 NEXT

790 ?FPLuk&@: 7FPH=LSE
1888 CALL DRABAIN
igl@ PROCBOOD

1828 ENDPROC
1830 DEFPROCBODD
1B4R B=k4B: 7LTE=LAE
1858 FOR A=]1 TD 4
1R&R TLTI=ETT
1870 IF A=4 7E7i=bL7B:7L7@sLIB

1888 CALL DRFENSE

1098 Be=B+L30

1100 7L7@=B

1118 NEXT

1128 ENDPROC

1138 DEFPROCBRON .

1148 IF LIX=@ ENDPROC

1158 COLOURIsPRINTTAB(S,24);"Press 'A""

116@ REPEAT S#=BET#: UNTIL S#="a*

1178 COLOUR®:PRINTTAB(S,24);*Press 'A'"

1188 ENDPROC

1198 DEFPROCHITABLE

11IIHEF$H A=@ TD 2 STEP 2:1PRINTTAB(4,A);CHRS(129)p%~=~--- .
==="sNEX

1218 PRINTTAB(4,1)jCHR#(1308) ) "Bust Scores”

1228 1=p

1238 FOR A=3 TO 21 STEP 2

1240 I=[+]

1250 PRINTTAB(3,A) JCHRS (131) 3 Ip". "y TAB(&,A) JCHRS (138) jLEFTS
(“@0000" , 5-LEN(STRENIZ (1)) INIX(I))

1268 PRINTTAB(®,A+1) jCHRS(129) ;NIS (1)

127@ NEXT

1280 PRINTTAB(4,24)jCHRS(1308))"Another Bame 7°

1298 REPEAT:S#=BETS1UNTIL S#="Y" DR S$="N"

1388 ENDPROC

1318 DEFPROCHI

1528 1=

1338 REPEAT

1340 I=]+1

1358 UNTIL NIX(I)CSCX OR I=18

1368 IF NIX{I}<SCX P=1@iREPEATINIX(P)=NIX(P-1)tNIS(P)=NISIP =
=1)1P=P-13UNTIL P=I-1 ELSE GOTO 1408 :
1378 NIX(I)=BCY

1380 INPUTTABI(1,18)"Your Name" NI$(I)
1398 HIX=NIZ(1)

1400 CLS
1419 ENDPROC
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By Richard Palmer

In this game you are a busy
little bee collecting pollen.
You must collect 20 pieces
of pollen in the time given
(3 minutes 20 seconds, 200
on your timer).

f you do not succeed in
collecting 20 pieces of
pollen or you get caught in
a gpiders web then a very
angry spider will drag you

AWAY.

Ifyymu succeed in collec-
ting 20 pieces of pollen the
game moves to the next
level and the next 20 pieces
are harder to collect.

The game will carry on
until your time reaches 200
or you get caught by the
hungry spider.

The object of the game is
to collect as many pieces of
Eﬂllen as you can before the

azards of doom confine
you to infinite darkness.
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RINT®.J"t POKES3280 ,6FOKES328L ,E:PRINT®
FINT DR AM SETTIMG THE GRAPHICS UP* 5
POKESZ , 481 POKESE , 48 CLF iy R
POKESE334 .PEEEK (536334 YAMNDE54 e Fay
POKE 1 ,PEEK ( 1 yAND2S 1 - g
FORI=ATOS111POKE 1 +12288 ,PEEK ( [+53248 ) tNEKT
POKE 1 .PEEK ( 1 YOR4 /
POKESE334 .PEEKRLSE234 10R 1 ; T {
FORI=ATOS1ISTEFS 1A= 1E2288+1+ [ 1B=PEEK (A IPOKEA ,BANDA tNEXKT |
FC=491%2 , . : 4
READCO: IFCO==1THEH1BA f f /
POKEPC ,COIPC=PC+11GOTOER [ |
PC=13312 J_II___+———

- [

II

READCO! [FCO=~ | THEMHZOE

POKEPLC .CO:PC=PC+1iB30TOL 18 1

FC=12584 i

READCOD: IFCO=-1THENZ 3B j h
e \\

FOKEFLC ;,COIFCaFC+]1 1 30TOE18

GOTOIAana

FOKES3280 61 POKES3281 ;6 PRINT """ { GOSUBZ2BDB

V=S3248tPOKEY+2 ] , 1 3StPOKEV+ES , 1 {FOKEY , 158 L FOKEY + 1, 158 POKEZ@4T .2 16t 5C=01 L =8

FOKEY +48 , TIPOEEV+3T7 ,BIPOFEY +3E , TIFDHEV +38 ,0tFOKEV +48 , L tFOKEZO41 212 l

FOREV+22 2 IFOEEY +28 ,2 IFOREV+41 8
FOEESA23E , 15 I1FOEESSE35 ,813=30iU=38 & oid= 13
POKES327TA . E4 IFORES3E2TE .26 WPOKES3IEEE , 1 31 POKES3EE3 2
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215 GOSUBIAAS I GOSUBSADD

J28 8SYE 493152 PORKEBSE3ES .S

FE1 FRINT " MESRERRRRERRRNISERIDRRRRERRDRRRRRRIMsNS T111E

322 FORII=3 1 TOSS8STEF4RIPOKE 1824 +MH , 28 i POKESS296 +14, 10 2 14E:.T

AT FRIMT " AR R R B i I el sae LB

JES FETHT " desssauajasi s P FEN RN FEL RSN B AR R E R BRI '

330 POKEV+3Q .01 TIE="022208"

Fa@ TFPEEK "W+ ID =1 23THEMSC =5C + | | GOSUESD0D

35a IFPEEK (V+30 =3 THENM1IORH

ZER T=Ts+1: IFT:UTHERGOSUESIAOO

FES PRI AR EREe e RN R R RN RN NI T [ F SRR SO

TEE OFRINT ' AR FFFFFRRNFEEEE B EEEEEY BN B i i i il el ol s | sisjalaga) i sinialniaiain - .

IET IFTIE:"A88Z@8 "AMNDSC<SOTHEH QB0

268 IFSC :SOTHErHSA0A

3598 G0TOIa8 IP/ZEA GOTOIA19A

088 T=2 499599 FEM MACHIME CODE

I0IA Q=INTIRMO: 1 42553 IFOQSESTHEMI@ 1A =3000 DATA 120 ,183,13,.14].28.3,183,132
IAE@ W=INTIRMHD 1 342955 ! [FLE SAORL 238 THEHIRZO S@R18 DATA 141.21.3,88,36,17=,0 .28
302TF POKEV+2 , DIFOKEVH3 1 S9028 DATA 281 .113.2490,.2%,.281,123,848,34
2838 RETURMH SO038 DATA 281 . 126,240, 43,201, 12% . 240,52
SR80 X=INTIRHD{1&E55 )1 IFX<EZSTHENHSDBA a4l DATA =238 ,2498,7,173,248.,.7.,.281.211
SR8 YeIlNTIRMHD 1 %205 : [FY<{S00R T 220 THEHSS 1 B SPPSA DATA 240 .%% .76 .43 ,234,172,8,208
SA1S POREV+Id  HiFOKEV+15,r =ARER DATA 2A1,255,.240,.53,238.0,208 .7
SAER PORESSZ27E ,BIPOKESAZTE . I29IFOKESdE?T . BEIFOKESAET3, |8 =AA7A DATA 49,734, 173.0,.288.201 .25 .240
S5A3I0 FETURM

BAAR POKETSS . 49:POKETQS, 234

8221 FORI=I1ATOIPASTEFEDtPOKES427TE . QIPOKES4ETT  ABIFORI=ITOl + 1@ POKES42TE 21

HRAAS FPOKES42732..1

P18 POKES4298.°8:POKESA290, |TIFOKES4291 ,90 POKES429T ,J

BBZ8 MEHTIMEXET

Bl FORMN=2SSTORSTEFP-Z8:!FOKES4ZVE . DIPORES4ETE, |7 IPOKES4277 48t FOKESI2 73  MINEXT

Bl118 S=5-3ilUsU=-SiLeL+]ISA=sSA+Z8

BRIE2@ IFS{BTHEMS=3A

8138 IFUBTHEML=ZA 5388 DATA 49,786 .0 .88 ,7E.45,734, 173
2888 GOTO31S S0058 DATA 1.202,.201 .54 . 240,27 .20 1
18888 S=213!FOEKEV+S ,FEEE {53249 :0=FPEEK (53248 FOKETVEE 493 {FOKETE3 .234 Jole@ DATA 208 ,7TE .99 ,.234,173.1,2908 ,01
12818 FORM=ATOOSTEFS 5A118 DATA 230,244 .14 238, 288,76 ,43
18828 POKESAZTE AIPOKES4AZTE , 129 POKES4E277 61 POKESA273, 108 SA128 DATA 234,189,208, 141,248 .7 .76 .43
18838 POKEEB4Z ,SIPOKEV+d N @138 OATA 234 .76.,49.234,.0,192,5,173,-1
12848 S=C+|: [FS*21STHEHNS =213 SAZAR FEM SPRITE DATA

18858 MEXT ZA218 DATA @.0.8.8,.0.8.8.0

1883S S=213 S8z228 DATA a.8,.0.0.08.8.8.8

1PBER FORM=OTOASTEF -3 TAZ3IA DATA A.8.8.12.8,8,.63.0

18278 FOEES4E7E A POEES42VE ., IE3 i POKESAEZTT B POKES4273, 70 =SA240 DATA @,.2%5, 1892 .0,204, 192,73 ,222
18888 FOKEZR42,SIFOKEV+4  N:PDKEV. M+ 18 =A2%8 DATA 240,433,204 ,.2%@,3,255 ,240 .6
1998 S=5+11IFS 2 I1STHENS=213 S0260 DATA 247,196 .32 ,63,1,8,12 .8
12188 HMEST =@e270 DATA R.2.P.A.8.0.8.8

12185 POKEV+Z1 .8 SAZEA DATA @.8.4.8.8.4. 8,137

18118 FPRINT"J® PR INT SRR 0L VE HAD YOUR CHIFS MATE * B9 DATA 8,.8.0,.0,.8,.8,8.8

18128 FORJ=ATOZ08 ! PFOKES427E A IPFOKESAZTE . ITIFOKESS273 ,8: POKES4277 ., 136 SAIAA DATA @.A.8.8.8.8.0.8

IAL3IA MEXT Sa318 DATA @.8.0,.12.8,.0.63.A4

iA140 GOTOZAaAR S32@ DATA @,.25%,192.8.222,192,35,204
E00RR PR IMNT" S5 X o SA3IIA DATA 242,11 .284 .248 .3 ,255 ,.240 .49
AR 1A PRIMT® T OWE 3® SA348 DATA 247 .197.8,.6E3.8.8,.127.0@

2aaz2a PRINT® vl " S83T0 DATA B8.B.0.0.8.8.8.,.32

20838 PRINT® e TR SA360 DATA ©.,8,16,9,8,1E6,8, 198

SEIRAA PRINT - e 1+ 14+ I+ u S037e DATA .2 R.0.00.80.0.0

20128 PRIMNT® i I i . 58388 DATA A.8.8.0,.08.80.0.8

CALEA FRIMNT=+ £ 1+ £ £ 1+ 1+ - SA38@ DATA B.B. 8,12, .0,.B3,D

EAldd PRIMT=CICECCCCCCEECECECEECCCCCECCCOOE™ 58488 DATA ©,.255,192,9,204,192,3,282
caLsa PRIMNT"CCCCCICCCICECECCCCCCCCCEECEECELD Y S2418 DATA 244 .43 .24 ,.2%8 .3 ,.25%% .2498 .8
co1ed PRIMT COCCCCCCCCCCCECCCCECCCECECCECELD™ Sa42@¢ DATA 247,186 .32.62;:1.8,12 .8
2AL7TA PRINT*CCCCCCCCECCCCCCECCCOCCCCEOCCEEDEY SA43@ DATA A.B2.8.A.8.8.0.8

28188 PRIMT*CCCCCCCCCICCCCCOECCCCCCCCCECCCCCE™ =8348 DATA A.0.3.0.8,.4.8,13E

20198 PRIMT"CCCCCCCCECCCCCECCCCCEECCERELELELED SA458 DATA @.A.8,.0,.8,.8,.08.,8

282808 FETURRK Sa4cA DATA @,.0.9,0,.8,80,.0.8

30888 PRINT"U"tPOKES3272,28i1POKES4256,31 IPOKES4295, 1tPOKES327a .24 SA47A DATA B,.A.8.12.8,.8.6583.8

30881 FPOKES3IZEZ, 13 POKESSES3 ,ZIPDKES3ZE0 . At POKES3I2E1 .0 5S40 DATA B .255,19F,.8,.204, 197 ,3,704
JAR I8 FORMN=RATOESSSTEFEO Sa498 DATA 248 .11 ,.222 .2498 .35 .2595,.2492 .8
JDOEZ8 FOKES4ZTE .AIFOKESAETE, |23 IFOKES4Z2T7TT . 48 FOKES4273 , 8 IFOKESAZ254 .M SAS8@ DATA 247,196.8,63.4,.8,12.0

I@aag FHNEXNT sasia bAaTA 8. 8.0, 8.8.8.8.2

ABASA FORM=ATOZ2SSETEFZA 0528 DATA @8 1. 8.8..1.8,132

J00EP POKES4ZTE .DIPOKESAETE , 129 IPOKESAZ 7T, 40t FOKES4273 , NIPOKESAZ83 . M 58538 DATA 133,237,.136,78.34,.112.58,34
IATA MEST SAS408 DATA 48 .49 ,254 . B8,.75,.37.131,132
IAABA POKES4E27E ,BIFOKES427E , 129 tPOKESSETT 255 IPOKESY273 2 tFOKES4234 .0 5558 DATA 249,134 ,234,174,90,153,117 .88
ABJI[ PRINT "SRRI - - fFEfEEEEE " Sa5680 DATA 142 .2439.1628.148 ,.24946, 146,255,255
D10 PRINT"NEINRRERRRRRDNE 3. | TTLE BEEDE " SES7FA OATA 255,149,248, 146, 158,169,146, 157
IA11IA PRINT “ERDPRNPERRRRNINNES: ¢ CEccEfEE £ £ =A%EA DATA 117.114.114,114,58,141,.172,38
IAIZA FRINT"NEE COMNTROL THE LITTLE BEE USIMG" S@598 DATA 72.248,19% .83 ,36, 196,39 ,37
IR0 PRIMT"MEA A& JOYSTICE IM PORT 2.9 SAEAR DATA 48 .98 ,.254 .48 ,.146.32.204,177

28148 PRIMNT"MS COLLECT 20

PIECES OF FOLLEMN EACH LEVEL."

3INISA PRIMNT M vOU DIE IF vOU CBET CAUGHT IM THE *
INIST PRIMNT"N LEER"

ARSI PRIMNT MR OF "

IA1SS PRINT "EE IF vOUR TIME FREACHES ZOB."

FIBIEE PR IMNT " SERERERRRRRFFE== FIFE TO START"

Jaira

AB175 FORM=ATOI9SSTEFAAIFOKE |D24 +1H , 28 FOKESS236+M, ISLHEXKT
38188 FORM=38TOS995TEF4RIPOKE IDZ4+M, ERIFOKESSZI64+M, |SIMNEXT

aais
Iaz2e
a8 |

B JS=PEEK ({SE3ZA
B IFJS=111THEMNZ3S
B POKES3Z2B2 .. INTI(RNMO! 1 = 1B IPOKESIZ2EE, [MTC(RMD (12210
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FORM=BTO3IIIFOKE IBE4+H ,Z8IPFOKESSESE +M, IDIFOKE | 384 +H,ZB I FOKESEZSE+M, IDIMNEXT
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=1
b1 1
fa 1 11
SAE
=11
=150
=1 1
=150
sS85
sav
ST
=1 0
=1
Barr
=1" g
SaT
=150
=1y
=150
Tas
=151 ]
b 12 ]
=15
=l
Saa

P

\

1 P
18
11

Jaz
aaz
3|3
San
=1 |
A |
=
b 1 I |
BAa
B0l
2an
=1
aaz
gid
211

18 DATA 8,8,8,.0,8,.8.0.8

8 DATA @,.8.8,.8.3.8,0,1280

38 DATA @,.298,135,.55,4,128,25&,2

48 DATA 159 .255.225,161.599,17,71,1=3
58 DATA 137.139,2855,.688,147 255,344,161
E8 DATA 254 ,18,8%,134,.1@ .64 .204 .8

e DATA B4.1280.8,.64.72,.8.8.8

aa DATA B.,8.,0,.8.8.,8.8,1=28

98 DATA B8.8.8,8.8.0,.0.8

g8 DATA B8,8.80,8,8,8.8,1=8

18 DATA 3.2849,133,52,16,128 ,852.,8

280 DATA 1S9 .255.132,1E1,58,687,.71,.183
20 DATA LEa.133.255%5.144,147 ,255.72.161
48 DATA 254 .38 .65 ,206 ,32 .64 ,252 , 38
58 DATA B4 .72 .24 .84 .,.8.8.80.8

@ DATA B@.@2.8.8.2.8.8.128

8 DATA B 8.8,8,8.8.8.8

828 DATA 8,8.8,8.8,8.8.,.249

28 DATA 3,284 ,38,52,18 3,252 B

2@ DATA 29,235,132 ,.73.598,68,19,123
18 DATA 183,.35,855,144,33 ,855,VE2,73
8 DATA 254 .48 ,17,.134 .38, 15,294 .32
30 DATA 22.120,2494.8,72,8,8,0

48 DAaTA B8.8.80,.8,.8.8.8,128

52 DATA B, A.8.8.4.8.8.8

FIMNT " N |
POKESZ ,48! POKESE , 481 CLF
FOEESE3R4 .FEEK (SE334 YARDESS

B W=IKNT RO 2SS0t IFLI{SO0RL:
= POKEY+2 QIPOKEY+3 .1

B RETURHM

B MalMT(RFD 1 'a2%5% 1 [FE'2STHEMNSSDO
B YelMNTIRHO L Y &2AS5 0 IFY {5BORY
S POKEV+1q , HMIFOKEV+I1S,Y

B POKESAZTE  AtPOFESAZTE |23 FOKESAZTT B L
2 RETURM
B POKETRE  43tPOEETAS 274

CIDTHEFZD 2O

'EEATHEMSA 1@

Saosa
se|Ta
=QA98a
SaR9a
S@aana
=510
s@Aagza
S1888
51208
si21a
=1220
Slgae
51240
Si2%a
1268
51278
S1z288
S1z9a
Si1388
Si1318
51328
= 1338
%1348
51358
BREANY

BrEDS%E =

DATA B.0.8,.0.8,.8,.8.8
DATA B, 8.8 ,8,8.8.,8,8
DATA &,.8.8.8,.48.8,8; 128
DATA B,8.48.8.8,.8.8.8
DATA &.8.8.8.8.8.8.8
DATA 8.8, 0.2.0.8.8.8
DATA B,.8.8.8.8.8.8.,135
oATA-1

FEM CHARACTER SET OATA

DATA 31.31 .284 .255,.2884 255 ,284 ,255
DATA 2il.2il.211.211.211.211,211.211
DATA B,8.8,42 ;92 ,942;,18,18

DATA 48,178,138, 162,168,136 ,174,1598
DATA B.2.8,.48,170,138, 168, 168

DATA B.8.8.8,8.8.8.,8

DATA 198,178,178 ,138,178.48 .18, 18
DATA 182,192,182 .8.8.8.8.,8

DATA 3,15%,.31.31,;63,.63,;127.,127

DATA 192 .248.248 ,248 258 ,25& .54 .54
DATA 187187 ,63,82,31,31,15,3

DATA 254 .294,.25%52 252 2498 2498 ,248, 192
DATA B,E2.4.2849,284,32 868,128

DATA 128.64,.48,.48,.8,.49,3,1

oATA 2,.8.8,0,8,8,8,855,-1

LITTLE BEE

B PRIMT J"IFOKESIZED  EIPOEESIZEE1 & PR THT " Sl s i i I - . A SE
AM SETTIMNG THE GRAFPHICE UF*

LALT.

SN DA D S

12 PDKE! .PEEK {1 )ANDZES |
13 FORI=ATOS11IPOKEI+ 12288 ,PEEK ([ +53248) INEXT

14 POKE1 .PEEK(10R4

1S POKESE334 ,PEEK (SE33410R 1

20 FORI=BTOS11STEFBIA=12288+1+11B=PEEK (A IPOKER ,BANDS t NEXT

58 PC=43132

6@ READCO: IFCO=-]THEN108

7@ POKEPC .COIFC=PC+]1G0TOER

188 PC=13318

118 READCO: IFCO=-1THENZ®B >

128 POKEPC ,COIPC=FC+1:G0OTOL1@

288 PC=12504

218 READCO! IFCO=- 1 THEMNZ 3O

220 POKEPC ,CO!PC=PC+1:G0TO218@

228 GOTO2APA8

233 POKES3288  6:POKES3281 6/ FPRINT J" tGOEUB=BB08

200 V=S32481POKEV+21, 13SIFOKEV+ES, | IFOKEV, 190 : POKEV+ 1, 150! POKEER4T ,Z16LSC=AIL=0
305 POKEV+4E ., 7iPOKEV+37 B IPOKEV+38, 7 IFPOKEV+39 ,0:FOKEV+4@, | tFOKEZR4 L, 212
INE POKEV423 ,EIPOKEV+ES , ZIFOKEV+41 .8

3B7 POKESAZ9E , 1S IFOKES429S ., 0:5=30:U=30:50=13

319 POKES3270 .24 POKES2272 .28 POKES3282, 13IFOKES3283 .2

21S GOSUBR3A9A:G0SUBSaRd

328 SYS 49152:POKESE325.8

321 FPRINT © AeeSeEEERRREREEERRRRRRRRRRRRRRRRRRIIUNA | b

222 FORMN=3 | TOSSBSTEPAR tPOFE 1824 +H, 28 IPOFESSEIE+M, 1Dt NEHT

X3 PRIMT " et r R Re R R R R R RN PR DO T F L

S PR INT ! RN R R S P RS S FE R RS RN BRRRRRERIN ¢
330 POKEV+30 . 0:TI&="000000"

240 [FPEEK(V+20 )= 123THENSC=5C+ 1 1G0SUES000

358 IFFEEK (W +30)=3THEM]1 2008

IE@ T=T+1! IFTIITHENGOSUB3220

IES PR IMT " e s ER RN ARRR R R RRR RGN - | |

HEE FR T e e R SRR SRR RR R RN B R SR S PO s s
367 IFTIS:"POA200"AMNDEC (SOTHENL DO

IEE [FESCSOTHEMEDAR

380 BOTOI40

3008 Te=0

3010 O=INT(RMD: 1142551t IFOESTHEMNZD 10

1 FORI=1ATOIAASTEPER IFOVESAEZTE . AIFOFES4ETT ,ADIFORI=ITOl + 1Dt FORESdETE .21

2 POEKESa273,)

B POEKES4Z290 8 POKES4AZ23D . ITIFOEES4231 A0 FOKES4E2EY ., J

B HEHTIMEXT

8 FORM=2SSTOASTEP -2ZRAIFOKES4EZTE  OtFOKES42T

B SeS-FiU=sU-SiL=L+]i50=50+20

LATIPOKESAZ2T7T . AR IFOKESAETI . HINEXT
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Bl28 IFS<{ATHENS=38
B138 IFUCBTHEMNU =28
9888 GOToOZ15

1888
1aa1a
1aa2a
12a3A
1aaa8
iaa5a
laass
iaasa
1aava
1aaan
12838
121aa
1a1as
layia
1a12a
18138
18148
Zaaaa
= Ll
2aaza
a3
28188
Zaisa
Eal3a
cal4e
28158
EA1ER
2al1ve
Zaaa
cai9a
Z2aZa8
Idaan
Iaaa |
Elalally
&Ll
In@an
058
ZAAER
Faave
Jaaga
Iaasa
Adiaa
aalie
Jaiza
281328
FA1aA
aa1sa
IA1S53
Idi1sa
JAa 155
dica
Jaiva
8175
@180
=319
IAEZ0A
Iaz1a
Jazce|
499949
Seaan
Saaia
sSaaza
Saa3a
SBaan
Saasa
Se0sa
saava
Sanga
Saaga
Salaa
Sa11a
Salsa
Sa13a
=u k=l
saz1a
sSaz2z2a
Saz23a
Sazam
Sas3a
SBZEa
Sasva
sSaz2aa
Saz9a
S0
sSa3 1@
Sa3ze
Sa33a
SA341
3A3SA

S=2131POKEV+S  PEEK (5324911 0=PEEK (532481 1 POKETEE , 49 : POKETES , 234
FORMN=ATOOSTEFS
POKESA4276 P! POKES4A2TE
POKE2042 ,SIPOKEV +4 .M
SeS+]1t IFS»2ISTHEMS =213

MEMT

§=213

FORM=0TOOSTEP -3

POKESAZ276 . @ POKES427E, 1291 POKESA277 , 61 POKESA27T3, 70
POKE2O42 ,S1POKEV+S ,NIPOKEY , M+ 1@

SwS+18 IFS12 1STHENS=213

MEHT

POKEV+21 .08

PRINT*J® 1 PR INT " SRR RN 0L ' VE HAD YOUR CHIPS
FORJ=@TO200 I POKESAZTE . B I POKESAZ7E, | TIFOKESAZT73 ,B1POKES4277,
NEXT |
GOTO3IPPER
FEIMT®
PRIMT® POME BT

PR IMT" wa"

PRIMNT" oo

PR TRT * S 1+ Tt I+ "

PRIMT" ' [ ' n

FEINT"+ E I+ E E 1+ 1+ o
PRIMNT"CCCECCCCCCCECCCECCCCCOCCCOERECEE™
PRINT*CCCCCCCCCCCECCCCCECECECECCCEEEED
PRIMT*CCCCCCCCOCCCOCCCCCECECEECCCOERLT™
PRIMT*CCCCCCCCCOCCCCCOCECCCEECCEOEEEL™
PRIMT*CCCCCCCCCCCCEOCCCECCCEEEEEEEEED™
PRIMT*CCCICCCCCECCECCCPCErCCEDOCEDELE™

RETURM
FPIHT"J*=FUFEEEE?E;EEIFQKESHEHE.3!=FUHE5#EEE;11PDHE53E?H,EQ
FUHEEEEEE,1EIPﬂHEEEEEE,EIFDFE%?EEB,H=PUEE53EEI,E
FORM=ATOESSESTERZA
FDFEEdE?F;E=FUHE54ETE,LEE:PUKEE#E??,4HIPEEEE¢E
MRET
FORM=ATOZSSSTEFRF2A
FOEES4Z7E . AIPOKES427E ,
HEXT

POKES4276 . @ 1POKESS276, 1291 POKESA2TT, 255 Pnhtgqa?a,e:pnﬂ554¢5q @

FRINT " aaERRRRRRRRN ( £ ffffEedif "
FRINT ' eesneEReRRRRiey: 3 | TTLE BEEQE "

FRINT " S S ¢ ¢ &£ f 66 Ff "
FRINT"EMIM COMNTROL THE LITTLE BEE USIHG"

PRINT"HEE & JOYSTICE IM FORT 2.
FRINT"NE COLLECT 28 FIECES OF POLLEM EACH LEVEL .

123 IPOKES4ZTY  E1POKES42T3, 108

MATE *
136

f (I}

T3 ,BIFORES4Z34 ,H

123 PCEES4E277 481 FOKES4C T3 INFOKES9233, N

PRIMNT"M YOU DIE IF %0OU GET CAUCHT Ik THE
FRINT"M LEBB*

FRINT"HE OR®

FEINT"HE IF YvOUR TIME REACHES Sc@. ¢
FRIMNT " ENEEERRRRRF- - FIFE T- -“TARRT®

FORM=BTO3I3IPOFE 1024 ¢}, 25 :FOKESSZI6 +M, 1D IFPDKE 1384 +14, 28 1 FOKESE256 +M,
FORM=@TO3335TEFSR I FOKE 1824 +M, 2B tFOKESSZ2SE +M, ISIMNEXT
FORM=3STOSI95TEFIA I FOKE 1B24 +M , 28 IPOKESSZ2S6 +MH, ISIMNEXT

JES=PEEK (SE3IZA

IFJIS=111THENZ3S
POKES3Z292 ., INTIRMD 134 1B} iPOKES328S,
GOTO3IA | 3R

REM MACHIME COOE

DATA I128,1889,13,141 ,.208,3,1689, 1898
OATA 141,21,3,:88,96,173,0,2280.
DATA 281,119,290 ,85,201,123,.249,34
DATA 281,126,240 .43 ,201 , 125,248 ,52
DATA 238,248 ,.7.1732.248,.7.281.211
DATA 248 .59 .76 ,.49,.234,173.0, 2088
DATA 201,255,240 .53 ,238,.08,208 ,76
DATA 49.234,173.0.208,208] .25, 240
DATA 48,208 .0,.208,.76.48,234,173
DATA 1,208,281 .58.240 .27 .,.206,1
DATA 288,78 .48 ,234,173,1.,.208,201
DATA 238 .2498,14,.238,1 2988 .76 .49
DATA 234,169 ,.208,141 ,248,7,76 .43
DATA B34 ,.76.49,.234.0,192,5,172,.-1
REM SPRITE DATA

DATA B8.8.A4.8.8.8.8.8

DATA @.2,0.8.8.8.8.8

DATA B.8.8.12.8,.8,.63.8

DATA @ ,.255%,192.,8,204,192 .3 ,.222
DATA 248 .43 .204 ,.2%8 ,3,855,2498 .8
OATA 247,188,322 ,62,.1.08,12 .8

DATA B8.8.8,8.8.0,.8.8

DATA B.8.4.8.8.4.8,132

DATA B, .2.8,.8,.8.8.8

DATA ©.9.0,.0.0,0.0.8

DATA B.@.8.12.8,.0,.83,P

DATA B8.2855,.192.8 ,.222,188,.35,204
DATA 242,111,204 ,248,3,.25%.240,48
DATA 247 ,.197.8,83,0,.8,.12.8

OATA B.8.0.8.5,.8,0,38

INT{RMOC(12%18 )
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SAIEA
SA3TFa
Sa3aa
Sa3na
Saq08
Sagq18
SB42a
Sag438
Sad4qa
Sa458
Sa4aca
3AaFa
SRa43a
SAaa9m
pu Lo 1]
Sa518
=1
Sa53A
Sa548
Sa5%a
SRSea
SasTa
SaSER
Sa59a
Sasan
SAE A
SAEER
SAE3IA
SRpE4AR
SAESe
SOEED
SasTA
SPpEan
Sas9A
SaTan
=1 el
savan
sSaTIa
sav4a
Savsa
SBTER
=1l
SAaTED
= e )
SAsaa
Sagia
SasEe
sSa8a3a

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATH
DATA
DATA
DATA
DATA
DATA
0DATA
DATA
DATA
OATA
DATAR
DATA
DATA
DATA
DATH
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
ODATA
DATA
D& TA
DATA
oOATA
DATA
DATA
DATA

&,8,0,16.08,
a,.a,8,a
,8,8,8.0
2,8.,08.63,.0
%.,192,0.204,192,3 222
8.43.204 ,.250,3,55%,240 .8
196,32 ,83,1.8.12.8
L8.0,.0,8

B, 18,8 192
08,
i

_.-_..Bl

B
nnmcnﬂ-m

= a:n&;m N

LY

k1

222NN ﬂ G &
L -

oo @b
i

- - o8 s
S !
23]
=
L
=
=3

A,z 284, 1892 ,3,204
EdB,Il.EEE,E#E,?E,ESE,EJE,E
247,196 .8.63.,4.2,1Z.8
a,2,8a,8,8,08.8.2
m.a.1.8.8,1,8,192

132,237 .136,78.34 ,.112.%8,34
4@ .49 ,2%4 BB, 75,37,.131 ., 132
48,134 ,.2349,174,38,1%53,117 /28
192,249, 162, 149 .24 , 146 , 255 .55
£35,193,8496, 14, 150, 163, 146, I 57
117:114,114,114 ,.53,141,173,38
Ve ,=248,135,38,36, 196,33 .37
48,398 ,254 .48, 145 ., 38,200,177
2.a.8,8,0,8,8.0
a.0.80,.08.0.8.8,I122
B,.2498,135,95,4,128 2% ,2
139,285, 285,1681,5@,17,71.1283
137,139,235 ,.68,147,.255,34,181
234 ,.18,68%,134,180.64 .204 .5
E4q,180.8,64 . T=,.8,80,0
a.a.8.8.8.a.0,128
a.a.2.8,8,8,.8.
a.0,.8,.8,8,.8,0,120
2,2249,139.%2.16, 18,252 .8
198,255, 132,161,%0,.67,.71,183
16@,.139.2%%,.144.147,355 .72, 181
254,38 65,208 32 B4 ,B58 ;328
E4,72,24,64,0,8.0.,8
8,8,8,0,0,8,;8;I1Z8
a.a.a.a.8,8.8,8
2.2.8.2.0.9.8.24
3,284,838 ,52 .16 .32 .85 .3
29,252,132 .73.5%58 ,688,18,123

183 ,.35,.855,. 144 .38 . 285% . T2, 73
254 .4 .17,134 .38, |&,204 .32
32,120,284 .,8,72,8.8.8

181 MERT

DATA
DAaTAa
DEaTA
DATA
DATH
DATA
OATA
DATA
DATHA

Sag4aa
SRS
=asER
SAaveo
Sasea
SARap
=kl
Se@1M
S09z8
S 18088
Sla2an
1218
si2=20
Xiz2aa
Si2498
s125a
5126\
S12va
s12Zaa
S1z298
51308
21318
S1328
S2133a
Si3am
Si3ma
I‘[Hﬂ*l"-

DATH
DATA
DATA
DATA
OATA
DATA
DATA
OATA
DATA
DATA
DATA
DATA
DATA
DATHA
DATA

DA TA =
REM CHARACTER SET DATHA

LY = -
b "

=

L
b

LY
=

.
b

L]

PR
IR R R R
oL ASam

a

i

51.51.204 ,255 .84 255,204 ,25%
ZilL.B11,231,20L.811,211.211,.811
B.8.8,42,92.,492,18.18

aB.17v@. 138,162,188, 136,174,190
#.8,.8.90,.178,.138, 168,168
9,0,.0,0,0,0.0.8

198, 178,170,138, 170.48,1&, 16
182,182,182 .8,8,.8,.8,8
3.15,.21,31,63,63,127,.127
192,248 248 ,248 ,252 ,252 ,854 ,25%4
127,127 .63,63 .31 ,31.15,3
254,254 ,252 252,248,298 ,2490, 192
a,2.4.24,24,32.96,; 128

128,64 ,48,48,8,4.3.1
2,8,.8,.8,0,8,0,295,-1




. by Steven Skinner
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* BATTLE-SHIFS

-— -

-

* (C) S.SKINNER 19835
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B@ KEY 139,"MODE 2:INK @,8:BO0RDER @:INK 1,1
S:PEN 1:LIST"+CHR$(13)

70 -

108 ° OPENING TITLE PAGE

118 CALL %PCB2

120 DEFINT a-z

130 MODE @:BORDER @: INK @,0: INK 1,21

148 °

15@ FOR A=2 TO 1S5:INK A,A+4:NEXT

140 n¥="COMFUTER GAMER"

178 x¥=4:n%=1

1B@ WHILE n¥<15

198 FOR v¥%=2 TO &:LOCATE =x¥%,y%:FRINT MID#(n
$,n%,1):LOCATE x%,y%-1:1PRINT" ":CALL %BD1%9:
MEXT

200 xE=xd+l:n¥=n%i+1: WEND

210 FOR D=1 TO S@@:NEXT

228 n$="PRESENTS":x%=71 yi=Bini=1

230 WHILE n%<9

248 FOR c¥%=129 TO 17@:LOCATE x%L,y%:FRINT CH
RE(CYL) :NEXT:LOCATE »%,y%:PRINT MID$ (n¥,n%,1
)

290 nE=n¥+l:x¥=x¥+1

268 WEND

278 FOR d=1 TO S@@:NEXT

280 LOCATE S,12:B$="BATTLE-SHIPS":P=2:FOR A
=] TO LEN(E#):FEN F:FRINT MID¥(B%,A,1);:F=fF
+1:IF P>7T THEM FP=2

208 NEXT

708 MOVE 100,199: DRAW 570,19@0,1

310 DRAW S30,240:DRAW 102, 240:DRAW 100,170

220 FOR d=1 TO S0@:NEXT

I30 FEN 1:LOCATE 4,148:FPRINT"FRESS THE SPACE
BAR":LOCATE 7,19:FRINT"TO PFLAY"

40

Z58 C=INT (RND#*&4)+2:NC=INT (RNL#&)+2: INK C,NC
60 IF IMEEY$<>" " THEM 358

378 FOR A=1 TO 1S5:INK A,A:NEXT

I8@ LOCATE 1,1:FOR N=1 TO Z5:PRINT CHR#(11)
;s NEXT

39a °

40@ ° DIMENSION ARRAYS FOR THE GRIDS®

418 7

420 Nv=2Z: ag=0: YF=23:h=0: NN=0

470 Y¥#=" ¥Your shot co-ordinates please "z
| C#=" My shot co-ordinates are "

448 DIM YG(19,11}),C6G(19,11),¥Y5(19,11) ,CE(1%
y11)

45@ MODE 1

450 INK DB,0:INK 1,1:INK 2,24: INK 3,5: BORDER
a

470 FOR Y=B8 TD SP@ STEF 32:MOVE 4@,Y:DRAW

S84 ,YiNEXT

480 FOR X=4@8 TO 5B4 STEF 32

49@ MOVE X ,88:DRAW X,37&

S8@ NEXT

S51@ PEN 3

520 LOCATE 4,21:PRINT"A BC DE FGHI JK
LMNOPBR"

S0 N$="9874543I21":FOR N=1 TO F:LOCATE 2, (N

#2+1) s PRINT MID# (N$,N,1):NEXT

>4@

S5S5@ ° PUT IN THE CO-ORDINATES OF FLEET

=1-1" ]

57@ DATA Battleship,5,P,29,Cruiser-1,3,C,33
yCruiser-2,3,C,33,5ubmarine-1,2,5,35,5ubmar
ine-2,2,8,35,Destroyer-1,4,D0,31 ,Destroyer-2
+3,D0,31,£,0,0,8 -

S58@ READ S5#,5H,NA$+,LE: IF S#="E" THEN 780

590 T=LEN(S%)+25

&08 PEN 2:LOCATE 3,23:PRINT" ";5%;" Co-ordi

nates Flease i

610 LF=INKEYS$: IF L#¥>="A" AND L#<"R" OR L#%:=
"a" AND L#$<{"r" THEN LOCATE T,23:L$=UPFERS* (L
£):S0UND 1,30,3,13:PRINT L#%:X=ASC(L$)-641EL
SE 6102

&20 MNE=INKEY®$:IF N#>"@" AND N${="9" THEN LO
CATE T+1,23:5S0UND 1,30,3,13:PRINT N$:Y=ASC(
N$)-48: ELSE 420

&30

&64@ LOCATE 1,23:PRINT SPC(39)

&S0 L=2#ASCIL$)-126:N=117-2%A5C (N¥%)

468 IF L>.E THEN LOCATE 3,Z3:PRINT"Does not
fit on the grid, Try again":FOR DE=1 TO 38
@A:NEXT:G0TO 5H0@

&78 CH=@:no=8

&80 IF YG(X+CH,Y-1)>@ THEN 758 ELSE IF YG(X
+CH,Y+1)>@ THEN 758

&70 IF YG(X+CH,Y)*@ THEN no=1:G0TD 758

70@ IF CH<SH THEN CH=CH+1:G0TD &B8@

718 F=@:FOR CH=-1 TD 1:IF YG(X-1,Y+CH)>@ OR
¥YE(X+5H,Y+CH) *@ THEN F=1

728 NEXT:IF F=1 THEN 7358 ELSE 7&@

738 GOTO SB8

74@ °

758 LOCATE 3,23:PRINT" Touching vessels are
not allowed":FOR DE=1 TO J@08:NEXT:IF no=1
THEN &0@ ELSE FOR AR=@ TO (SH-1):YG(X+AR,Y
y=@:NEXT:60TO &0@

7&0 FOR AR=0@ TO (SH-1):YG(X+AR,Y)=5H:NEXT
77@ FOR I=@ TO (2#(SH-1)) STCP Z2:LOCATE (L+
I) ,M:PRINT NAf:NEXT:G0OTO 580

78@ LOCATE 7,27:PRINT"Your grid is now comp
lete. ":FOR DE=1 TO 3@@0:NEXT:LOCATE I,23:FR
INT SPC(3&)

7@ ¢

80@ ° COMPUTER SETS UF ITS DWN GRID

aie -

820 LOCATE 3,23:PRINT" I'm now setting u
p my grid":FOR ¥=3 TO 19 STEF 2:FDR X=4 TO
T& STEP 2:LOCATE X,Y:FRINT" ":NEXT:NEXT

COMPUTER GAMER JULY 1985
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This ﬁam& allows you to
lay the computer at an old
avourite. For those who
are not familar with the
game here is a brief ex-
planation of how to play.
When the program is
run, a large grid will ap-
pear on the screen. This is
your fleet. You tell the com-
uter where to put your

When you put them on the
grid they must not touch
each other in any way, (the
computer checks this and
informs you that you have
to replace vessel if this
should occur). Once all
your fleet have been
entered the computer sets
up ite own grid. After the
game starts, with your first
shot. By typing in a set of
co-ordinates you will be

another shot. If you miss, a
marker will be placed on
the grid to keep a record of
where you tried, (you will
be allowed another go if ata
co-ordinate already tried).
Then the computer has a
shot and the same rules ap-
ply to it. This continues un-
til either player has found
the opponents entire fleet,
Rem statements are in-
cluded to show what is hap-

t. This consists of a bat- told whether

tleship (5 squares), 2 hitoramiss. If youscorea a fair game to allow you to
destrovers (4 ﬂgua.resi, & hit the grid show you have a chance of winning
cruisers (3 squares) and 2 what vessel you have hit. and at no stage does it have
submarines (2 squares). With each t you gain a quick look at the grid!

8Z@ RESTORE
B4@ READ S#,5H,MA%,LE: IF S$="E" THEN 250
B5@ X=INT(RND#*17)+1:¥=INT (RND#*8)+1
B4@ IF X+5H>18 THEN BS@

B7@ CH=@:no=@

B8@ IF CG(X+CH,Y-1)>® DR CG(X+CH,¥Y+1)>@2 THE
N 9Z0
878 IF CGI(X+CH,Y)>@ THEN no=1:G0TO %38
908 IF CH<SH THEMN CH=CH+1:G0TO B80
218 F=0:FOR CH=-1 TO 1:1F CE{(X-1,¥+CH)>a OR
CG{X+5H,Y+CH) *@ THEN F=1
928 NEXT:IF F=1 THEMW 938 ELSE 748
FI@0 IF no=1 THEN B5@:ELSE FOR AR=2 TO (SH-1
) :CE(X+AR,Y)=B:NEXT:G0TO B5@2
248 FOR AR=0 TD (SH-1):CE(X+AR,Y)=A5C (NA%) 1
MEXT: G0TO 848
952 N=0:FDOR Y=1 TOD 7:FOR X=1 TO 18
5@ IF CEI(X,Y) > THEN N=N+1
P70 NEXT:MEXT: IF N<>23 THEWN FOR Y¥=1 TO F:F
OR X%=1 TO 18:CB{(X%,YX)=B:MNEXT:NEXT:G50T0O B3
a2
FB8@ FPRINT CHR#(7)

9@ LOCATE 3Z,23:PRINT" My grid is now
complete ":FOR de=1 TO IDDB:MEXT:LOCATE 3,2
Z:PRINT™ Let the battle commence ' ":FD
R DE=1 TD I0@@:MNEXT: LDCATE X,23:PRINT SPC(3
(=]

1288 GOSUBE 14208
1918 LOCATE 3,23:PRINT Y#:H=0
18z -

12382 " YOUR TURN TO FLAY

1848 -

1058 L¥=INKEY#:IF L$>="A" AND L#<"R" OR L%>

="a" AND L#<{"r" THEM LOCATE Z4,23:L#=UPFER#

(L%)::S0UND 1,30,3,13:PRINT L#: X=ASC(L#)-&4:

ELSE 1858

1268 N¥=INEKEY#:IF N#$#>"@" AND N#<{="92" THEN L

OCATE 35,23:S0UND 1,38,3,13:1PRINT N$:1Y=ASCI(

M#)-—4B8:ELSE 10&80
1870 L=Z2#ASC(LF)-12&6:N=117-2#ASC (N$)

1@8@ IF YS(X,¥Y)=1 THEN LOCATE 3,23:PRINT"
You've already tried there '! ":FOR DE=1
TO Z2O000: NEXT:60TO 1210

129@ IF CG(X,Y)=0 THEN LOCATE L,N:PEN 1:PRI

NT CHR#(225):PEN 2:LOCATE I,23:FPRINT SPC(3&

y:LOCATE 15,23:PRINT"You missed”":FOR A=500

TO 700 STEF 2:S50UND 1,A,1,15:50UND Z,A+4,1,

15:NEXT:FOR DE=1 TO ZBOB:NEXT:YS(X,Y)=1:PEN
2

1100

1118 IF CE(X,¥)>1 THEN LDCATE J,23:PRINT"

Oh dear, 1've been hit !'! ":FOR NT=1
TO 3:FOR A=8 TO 300 STEF &:S0UND 1,A,1,15:

MEXT:NEXT: LOCATE L,N:FEN Z:PRINT CHR$(CG(X,

¥)1:¥S(X,¥)=1:FOR DE=1 TO 120@:NEXT:NV=NV-1

:GOSUE 142@:H=1

1120 ° CHECKE FDR GAME OVER

1130 IF Nv=0 THEN GOSUB 1420:LOCATE 3,23:FR

INT" You'wve sunk my entire fleet !!'":GOSUB
145@8:FOR DE=1 TO 300@: NEXT:LOCATE 3,23:1FRI

NT SPC(3&):1ag=1:H=0@

114@ IF H=1 GOTO 1@1@

1158 °
1148 ° ANOTHER GAME RERBUIRED
117@

COMPUTIER GAMER JULY 1985

opu scored a

pening. The computer plays

118@ IF ag<>1 THEN 1208@ ELSE LOCATE 3,23:FPR
INT SPC(34) :LOCATE 5,23 :PRINT"Would vou lik
e to play again 7"
1198 K¥$=]INEKEY¥: IF K#="¥" DR K#="y" THEN RLN
sELBE IF K#¥="N" DR K#="n" THEN CLS:END:ELSE =

117@
1208 IF h=1 THEN X=X+1:HMNM=MNMN+1:G0TO 12380
1218 IF h=2 THEN X=X-1:MNN=NN+1:G0TD 12378
1220 X=INT(RND#®#17)+1:¥=INT (RND#*#F}) +1
1238 IF X>18 THENM X=Fi1ELSE IF X<1 THEN X=1
1240 IF MN=18 THEN h=B:NN=8:G0T0O 1200
1258 IF CSiXy¥)=1 THEN 1208

1268 h=0
1278 IF YF=8 THEN GOSUB 142@8:LOCATE 3I,23:FR
INT"I "wve sunk your entire fleet....":B05UB

1450:FOR DE=1 TO JO@@:NEXT:ag=1:50TD 1180
1zem -
1298 ° COMPUTERS TURN TO SHOOT
iZ8@ *
1318 LOCATE 3,2F:PRINT ™ ":CH;CHR${(X+&3)}
CHE$(Y+4B):FOR DE=1 TOD ZOPO:NEXT:CS5(X,¥)=1
1328 IF ¥YBiX,¥)>*1 THEN LOCATE 3,23:FRINT"
I*ve struck a hit 11101 "eFOR NT=1 TO
3:FOR A= TO T@@ STEF &:S0UND 1,A,1,15:NEXT
tNEXT:GOSUE 12346@: YF=%F—-1:G505UF 14Z8:FOR DE=
1 TO 200@:NEXT:h=1:IF YB(X+1,¥)<{=1 THEN C5({
X+l ,¥i=1l:h=2
1338 IF h=1 OR h=Z THEN 12700
134@ IF YG(X,¥)=@ THEN LOCATE 3,Z3:FRINT SF
Ci3&6) :LOCATE 15,23:FPRINT"I "ve missed...":FO
FE A=S00 TO 700 STEF Z2:S50UND 1,A,1,15:S0UND
2,A+4.1 15:NEXT:FOR DE=1 TO ZOB@:MNEXT:E0TOD
i@1@
1358 IF h=8 THEN 1348
13480 IF ¥<1 OR ¥-8 GOTO 141@
1370 CS{X,Y-11=1:CE5(X,¥+1)=1
138@ IF X<1 OR X>18 THEN 1410
1398 CS(X,¥Y—-1)=1:C5(X,¥+1})=1
1408 FOR A==1 TO 1:CS{X+A,¥Y-1)=1:CS{X+A,¥+1
¥=1:MNEXT
1418 RETURM
1428 PEN 3:LOCATE I,1:PRINT"My hits left";:
FEM Z:PRINT ¥F;" "::PEM Z:PRINT TAB{Z1}j"Yo
ur hits left";:PEN 2:PRINT MYz" "
1478 RETURN
144@ °
1458 "END OF GAME SUBROUT INE
1458
1478 FOR A=120 TO T8P@ STEF &:S0UND 1,A,1,1
S:SOUND 2,A+128,1,15:NMEXT
14808 FOR D=1 70 Z80@:MNEXT
1498 LDCATE 1,;1:FOR N=1 TD 25:PRINT CHR#(11
Y§sNEXT
1588 RETURM
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by Adam Manning

In this game, two players
control np;;loal.rﬁ govern-
ments, each b for
complete control of the
solar system. Player 1 con-
trols the inner half of the
solar system, whilst player
2 controls ti'm outer half,
Total control of the soclar
gystem can be achieved in
four ways, by taking over

lanets one by one
&mﬂdﬂ;ﬂ ué] your Astro
a the time), sur-
TEN ng, an all out attack

On your opposing navy or
forming an alliance with
your opponent.

‘At the start, player 1
controls the planets from
Mercury to Mars, player 2
controls the rest. make
the naming of new planets
more logical, planets names
start with the name of their
parent sun and then its

osition out from that sun.
ug Mercury (nearest to
the Bun) is called S0l 1,
Vanus (next nearest) is Bol
2. In later years (around
25808) the number part was
changed into oman
numerals.
Here is the starting data

on the planets, most of
which 1 be useful to the
players:

Sol 1l

Pre-Space Colonisation
Name: Mercury.

Surface Area: 74,815,000
km square,

otartin population:
ad 224 666,

Max population:
1,891,700,000

Capital State. @'icksla

Population of Q'icksla:

115,483,

Date of Colonisation: July

w016, -

Feople working on Feran-

tium 143 at start: 438,700

Planetary rating on Feran

tium 144: 45%.

Ferantium 143 in stock at

start: 1,893, 400.

Satellites: None apart from

geveral artificial ones.
F.143 is short for Feran-

tium 143,

S0l 8

Pre-Space Colonisation
Name: Venus.

Surface area: 460,260,000
square kilometres.

Startin S::-pulatiun-
1.372,8900,00
Max yopulation:

11,736,650,000
Capital State: Afrotz,
Population of Airotz:
4 925,847,

Date of Colonisation:
Jan'ray/ 8013.

People working on I. 1435 at
start: 123,861,000
Planetary rating of F.143
40%.

Fl4asd in stock at
4 320,000 tonnes.
Satellites; None apart from
several artificial ones

atart:

S0l 3

Pre-Space Colonisation
Name: Earth.

Surface Area: 511,180,000
square kms.

Starting population:
12,829,000,000
Max yopulation:

135,035,080,000.
Capital State: Singpore.
Fopulation ot ingporea:
36,776,026.

Date of Colonisation:
historic

People working on F. 145 at
start: O

Planetary rating of F.143:
0%.

F.143 in stock at start: O ts.
Satellites: Sol 3 alpha. Some
authorities prefer 5ol & be-
ing called Sol 3A and Sol 3
Alpha s Sol 3B.

Fre-

S50l 4

Pre-space Colonisation
Name: Mars.

Surface Area: 144 710,000
square kms.

Btarnm% population:
383,950,000

Max, population:
4,690,1056,000

Capital State: Radau.

Population of HRadau:
1.181,.7V14.
Date of Colonisation:

Agust/ k015,

People working on F.145 at
start: 35,634,500.
Planetary rating of F.143:
oQ%.
F.143 in
337 500 ts.
Satellites: Sol 4 alpha, 50l 4
peta.

stock at start:

S0l 8

Pre-Space Colonisation
Name: Jupitar.
Surface Area: 240,870,
000,000 Square kms.

Max. population: 6,142,
185,000,000.

thartiné population: 5,688,
=00,000.

Capital State: Zetsun.
Population of Zetsun:
aa,088,228.

Date of Colonisation: June/
=068.

People working on F.143 at
start: 863,230,000
Planetary rating of F.144:
59%.

F.143 in stock at start:
16,000,000 ts.

Satellites: Sol 5 alpha to Sol
5 nu (asteroidal types not
included)

S0l 8 _

Pre-Space Colonisation
Name: SBaturn.

Surface Area: 161,880,000,
000 kma2
Startin
40,814,000,
Capital State: Riggesd.
Population of Riggsed:
188,712.

Date of Colonisation: June/
=ll2.

People working on F.143 at
start: 8,162,800.

Planetary rating of F.l144:
49,

F.1453 in stock at start:
380,000 tonnes.

Satellites: Sol 6 alpha to Sol
6 iota.

population:
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Sol 7
Pre-space Colonisation
Name: Uranus.

8,429,600,

SBurface Area:
000 square kms.

gtéagung population: 15,902
Max, opulation:
El,ﬁEﬁLEl‘JD,D&I.

Capital State: Hicronis.

Population of Hicronis:

80,799,

Date of Colonisation:

Jan'ray/2207.

People working on F.143 at

%tlart:ti,ﬁ?ﬁ.ﬁ 0. Pt
anetary rati of F. .

10%. o

F.143 in stock at start:

1,980,000 tonnes.

Satellites: Bol 7 alpha to 8ol

T epeilon.

Sol 8
Pre-Space Colonisation
Name: Neptune.

Surface Area:
7,687,600,000 equare kms.
Startin population:

1,889,915.

Max. opulation:
196,288,800, &]ﬂ
Capital State: M'reen.

Population of M'reen:

10,183.

Date of Colonisation:

Janurar/2326.

People working on F.143 at

start: 566,975.

Flanetary rating of F.143:

12%.

F.143 in stock at start:

1,740,000 tonnes.

E&Eﬂitﬂs: Sol 8 alpha, Sol 8
ata.
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Sol 9

Pre-8Space Colonisation

Name: Pluto.

Surface Area: 28,274,334

square kilometres,

Starting population: 1,348,

Max. D&mpul&tian:

7.,200,9585,200.

Capital State: Tobak.

Population of Tobak: 1,294,

Date of Colonisation:

A'gust/2426.

People working on F.143 at

%ﬁrtﬁm' ti f F.143
ne ra of F. .

15%. " e

F.143 in stock at start: 184,

000 tonnes.

Satellites: Sol 8 Alpha, some

authorities prefer Sol 9 be-

ing called Sol 9A and Sol 8

as 8ol 9B.

Meani

of Titles.
Pre- E&EE Colonisation

Name. This is the name
iven to the planet before
the Colonisation of Bpace
program began in 2010.
urface Area. This is the
surface area of the planset in
square kKilometres.

Starting population.
This is the human popula-
tion of the planet at the
beginning of turn 1.

ax. population. This is
the maximum human
population the planet can
support. It is 26.5 times the
suriace area.

Capital State. The prin-
cipal human settlement on
the planet.

Fopulation of Capital.
Population of the settle-
ment and itz immediate
surroundings.

Date of colonisation. The
date in which the planet
had an anmaciably sized
number of humans living
on it. If the number is over
2091 it is a computer
assisted prediction.

People working on F.143
The amount of humans
working on the production
of Ferantium 143, a

mineral used to build
houses, hospital, construct
space ships and fuel
vehicles. Curiously it is not
found on Sol 3.

Planetary rating of
F.143. This is the rating (as
a percentage) of how good
l.'-hﬂ‘iglﬂnﬂt- iz at producing
F.143.

F.143 in stock. How
much the planet has in its
stores in tonnes at the
beginning of turn 1. Tonnes
is termed ts in the program.

Satellites. The name of
any satellites the planet has
orbiting it, excluding
asteroidal types.

When the game is first
loaded, the title screen is
displayed and the computer
will ask the player what his
title is. Bay you are player 1
and you wished to be
known as ‘Emperor Ming'.
You would type in Emperor
ags your title and Ming as
your name. It is then the
second players Eﬂ at typing
in his name and title. After
this, the computer will
display the title screen for
the beginning of each turn.
It will print the turn
number, which player is
now playing, and that
players name and title. It
will then say how many
planets he/she rules and
will graphically illustrate
them. Next to be displayed
is how much money the
player has in doruz. The
standard unit of money
throughout the solar
aystem in the doruz, which
the sign for is ‘DZ'. One
doruz is equal to approx-
imately £1430, so it is not
surprising that most pﬁﬂrﬁ)la
deal in the millidoruz. The
computer will then display
which lanets the player
currently rules and will
wait until he/she presses
‘ENTER' to continue.

The computer will then
display the main menu. The
choices in this menu will
now be described in detail.

Readout on Planets.

This will display the in-
formation above, also ad-
ding the amount of Astro
Navy ships that are guar-
ding the planet. All the in-
formation has been up-
dated and will change as
the game progresses.

lu¥ Ferantium 143.
he computer will
display which planets the
player rules, and will ask

Oq
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does he/she wish to buy
the F.143 from. It will then
display how many ts the
planet has in stock and how
many doruz the planstary
supplier wishes for one ts.
If the player wishes to
return to the main menu
without buying any F.143,
he can do so by typing in
— 1 when asked how many
ta of F'.143 he wants to buy.
It then displays how many
ts the player is buying and
ask what price he is going
to pay per ts. 1t will then
display whether or not the
planetary supplier agrees
or not. 1If the supplier does
not agree to sell it at that
price, it will go back to ask-
ing how many ts the player
wishes to buy. A turn is
considered to be over after
the player has bought some
F.143.

War Manoeuvres.

When the player asks for
this option, the computer
will display a sub-menu
with several options on it
These are:

Spy on next planet.

After paying the
sometimes quite high fee,
the computer will display
aﬁpmximately how many
ships are guarding the next
planet in or out of the boun-
dary.

Alter Navy Posting.
This section is used to
%E:Et. ships around planets.
he computer will ask what
Earnanl;a.ge of the whole
eet do you want around a
cartain planet.

Attack next planet.

Accessing this option
allows the player to attack
the next planet in or out of
the boundary. If you con-
trol the outer half of the
solar systern, your ships
will attack the next planet
in from the boundary and
vice versa if you control the
inner planets.

All out attack.

With this the player can
mount an all out attack on
the opposing players fleet.
All your ships will attack
and all your opponents will
defend. The cost of losing
an all out attack are high,
g0 it is not a good idea to do
80 unless you are sure you
hawve a much more powerful
Astro Navy than your oppo-
nent. Option B allows you to
return to the main menu.

9

3

1 REM *%- Battle 2091 For System Sol -#+#

2 POKE 236@9,08@

3 60 SUB 85028

3 60 SUB Se+l

18 GO SUB 1e+3

15 GO SUB 1.5e+3

i7 IF menusel=B THEN GO TO 99%@: GO TO 15

28 60 SUB (menusel-1)#588+220@

22 IF menusel=1 THEN &0 TO 15

23 IF menusel=3 THEN 60 TO 1@

3@ REM #x- END OF TURN ACTIONS -*#

50 DIM e$(l): INPUT "Do you want to change the
amoun-t of F.143 you use?"; LINE e$: IF e$(1)<)
"v" AND e${1)O"Y" THEN GO TO 5@

48 PRINT "The cold percentage of F.143 usedwas
"epluser,2)#180;"1": INPUT "What is the new perc
entage of F.143 used?";pfused: IF pfused<@ OR
pfused>1@@ THEN BEEP .15,-3: BEEP ,33,-7.53: &0
70 49

41 LET piuser,2}=pfused/188

42 DIM e$(l): INPUT “Do vou want to change the

amountused on the Astro Navy?"; LINE e$: IF e${

1)="y" OR e${l)="Y" THEN GO0 SUB 400

5@ LET piuser,!)=p{user,!)#pluser,2]

35 FOR a=1 TO 9: [F s(a,6){>user THEN 6O TQ 9
-l? .
57 LET sia,S)=sla,3)+(c{a,1)#s(a,B)#s{a,3)+0.8
827397)

98 IF s{a,5)>let1@ THEN LET s{1,3)=1e+18

4@ IF sia,1}>sla,2)#25,5 THEN LET sia,l)=sla,
21425.5: 60 T0 99

78 LET add={(.5-pluser,d!¥sia, 1))+, BR0@AL: LET
s{a,l)=sla,1)+1.080@5+add
75 LET sia,l}=INT sia,l)

99 NEXT a

{0@ IF pluser,2)#{1-pluser,3))<(RND*.05+.083) OR

pluser,4) > (RND#.2+.4] OR RND<.B@5 THEN PRINT *
fis you were badly treating the people they have

overthrown yourgoverment. You are still playing
but you will have to start again“: LET pluser,i)
=p{user, 1) #kND#,5: LET pfuser,2)=RND: LET pluser

,3}=RND%.5: LET pluser,4)=RND%.5: LET pluser,3)=
pluser,3) #RND#*,5

185 FOR a=1 TO 1@: BEEF .01,a-18: BEEF .91,a-Z:

BEEP ,81,a+8: NEXT a

185 60 SUB See

118 PRINT "It is now the other persons turn®: P
RINT : PRINT : PRINT :

115 60 SUB 4958: 60 SUB 145@: IF user=1 THEN L
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ET ads=pop/nuapla*@.@143691/1438: LET pluser,d)=
p(user ,J) +ads

114 IF user=2 THEN LET ads=pop/nuaspla*d.B8y579
471430

117 IF pluser,5)<{® THEN LET pluser,3)=8

{28 LET user=3-user: IF user=1 THEN LET turn=t
urn+i

£30 60 SUB 9999: 6O TO 10

388 REM ##- CHECK FOR WINNING -#+

305 60 SUB 145@: IF numpla=% THEN 60 SUB 9088
318 RETURN

408 REM *#- INPUT NEW AMOUNT FOR NAVY -¥#

482 PRINT "The percentage of the used F.!43on t
he Astro Navy was "jpfluser,))*18@;"L"

485 INPUT "What percentage of the F.14]  used
do you want for the navy?"ipfudnvy

418 IF ptudnvy<d® OR pfudnvy:188 THEN PRINT "In
correct Entry. Re-Enter.®: BEEP .25,8: BEEP .23,
-3: B0 TO 485

415 LET pluser,3)=pfudnvy/18@: PRINT "New perce
ntage of F.143 used fornavy:"jptudnvy “New perce
ntage of F.143 used forcivilian needs:";1@8@-ptud
nvy

428 DIM e$(1): INPUT "Are you happy with this?"
s LINE e$: IF e$(1)="n" OR e$(1)="N" THEN &0 TO
408

425 60 SUB 9999: RETURN

438 REM #x- Data for graphics -##

435 DATA 2,207,161,142,164,148,207,8

44@ DATR 9,0,0,0,0,0,08,242

445 DATA 1,3,1,7,1,7,11,14

450 DATA 95,127,72,127,61,3,1,8

455 DATA 17,289,225,255,47,56,23,255

468 DATA 02,8,3,15,7,0,08,@

445 DATA 7,255,128,253,2535,1,8,0

478 DATA 251,191,106,245,235,255,8,0

475 DATA @,9,252,3,223,208,208,232

480 DATA 9,0,0,252,224,08,0,0

485 DATR 244,244,251,252,252,231,244,244

499 DATA 0,0,252,3,3,252,8,08

491 DATA @,0,0,248,248,0,8,0

492 DATA 232,208,208,223,3,252,0,0,8,08,0,224,25
2,0,0,8,120,96,112,255,255,112,96,128,8,6,14,230
,295,14,6,08,0,8,08,24,24,0,8,0

493 DATA 0,0,24,40,60,24,8,0,0,8,99,189,189,98,
e,0,48,126,255,255,255,253,126,68

50@ DIN s{9,8): FOR a=1 TO 9: FOR b=1 TD B: REA
D s{a,b): NEXT b: NEXT a

518 DATA 29224b6bb,7.4815e+7,.45,0,1.8934e44,1,1
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Diplomacy.

Choosing option 4 on the
main menu, diplomacy,
allows you to communicate
with your opposing ruler.
There are two options in the
sub-menu:

Force him to surrender.
Choosing this, you can
ask your opponent whether
or not he wants to sur-
render his forces peaceful-

Ask him whether or not
he wishes to form an
alliance. With this you can
form an alliance of govern-
ments, and you will have
unified the solar system
peacefully. Option & allows
you to return to the main
IMenu.

Readout of general info.

This allows you to ex-
amine all the general data,
such as what percent tax
vou have imposed on the
people, how many people
you rule, how strong your
Astro Navy is, ete.

Surrender.

This option on the main
menu allows you t0 Ssur-
render peacefully if you are
doing badly.

Alter Taxes.

With this ¥you. can
change the amount of taxes
which is imposed on your
people. The more tax you
impose, the more money
you will obtain at the end of
a turn, but be warned, too
high a level of taxation and
the people will revolt, forc-
ing you to start again!

Save Game.

And finally the last op-
tion allows you to save the
game at the position you
have achieved.

Secret information for

]!jvlﬂ.}fﬂr one only.
our password to access

the all out attack option is
DNA. This must be typed in
correctly, or else you will
not be able to attack.

At the start of the game
you have:
10ts of F.143 in govern-
ments stock.
20% of the F.143 is used at
the end of each turn.
40% of the F.143 used is
used on the Astro Navy.
A 10% level of taxation on
the people.
No ships. 5ol 1,2,3,4 under
your ruls.
A random amount of doruz
(between O and 1 million).

Secret information for
]lz’la;t,rsr two only.

our password to access

the all out attack option is
UK. This must be typed in
correctly when asked for
your code number.

At the start of the game
ou have:
ts of F.143 in government

supply.

30% of the F.143 is used at
the end of a turn.

50% of the F.143 used is
used on the Astro Navy.

A 18% level of taxation on
the people.

No ships. 801 5,8,7,8,9
under your rule.

A random amount of doruz
(between O and 10 million).
5,746,807,500 people
under your rule.

For both players:

Near the start of the game,
both of you will have to
post your ships as they are
not set at the beginning.
“he amountof F.143 you
have in government stocks

will determine how strong

your navy is. For example,
say you have a thousand ts
of F.143m and the amount
of F.143 you use at the end
of each turn is 60%. If the
percent of F.143 used that
is used on the Astro Navy is
50% then the total amount
of ships in your whole fleet
will be 1000 x 60% x 50%
= 300 ships. The amount of
ships you have in opera-
tional condition does not
get added on to at the end of
geach turn, but changes ac-
cording to how much F.145
you are using, It is
therefore imperative to
keep up your stocks of
F.143.

On the battle screens,
the attacker is presented by
the x-wings, whilst the
defender is the viper. The
number of ships is not the
actual amount of real ships
the player has, but a ratio.
The defender always is
represented by 7 ships.

As stated under Taxes,
more money can be gleened
from the peoples pockets by
raising tax. However too
high a level of taxation and
the people will revolt. Also
a revolution occurs if not
enough F.143 is used for
civilian needs.

At the ends of each turn,
the player will be asked if
he/she wishes to change
the amount of F.143 used.
If the player wishes to
change it, he has to type in
the percent used. The rest
will just lie in government
supplies. The player can
also change the amount of
F.143 used on his Astro
Navy.

O
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328 DATA 1.3729e+9,4,6026e+8,.4,0,4.32e+4,1, 141
.29
L
338 DATA 1.2819e+10,5.1118e+8,0,0,0,1,161,8
348 DATA 3.2395e+8,1.4471e+8,.3,0,337500,1,141,
A
J43 REM S¥Esasrssrsssraressssss
330 DATA 5.68B2e+9,2.4087e+11,.05,0,1.6e+7,2,16
4,.15
368 DATA 4.0814e+7,1.6188e+11,.04,8,360000,2,14
Jsud
378 DATA 1.5982e+7,8.4296e+9,.1,8,1.9Be+6,2, 142
23
}-h
288 DATA 1889915,7.6976e+9,.12,8,1.74e+6,2,162,
)
290 DATA 1348,28274334,.15,0,184808,2,161,.35
393 DIM p{2,5): FOR a=1 T0 2: FOR b=t TO 5: REA
D pfa,b): NEXT b: NEXT a
608 DATA 10,.2,.4,.1,INT (RND#le+é)+{,8,.3,.5,.
15, INT (RND%ie+7)+i
620 LET attack=8: LET user=|
a3@ LET turn=1
648 INPUT “What is Player is Title "; LINE ts:
INPUT "What is Player 1s Name "; LINE n$: INPUT
"What is Player 2s Title "; LINE u$: INPUT "What
1s Player 2s Name "; LINE of
641 LET c$=CHR$ 4B+CHR$ 78+CHR$ 45
642 LET d$=CHR$ B5+CHR$ 75
645 RETURN
1888 REM ##- Title screen for start of turn -##
1881 LET bo=INT (RND#8): IF bo=3 OR bo=4 THEN 6
0 10 10@1
1085 BORDER bo: PAPER bo: INK 7-bo: CLS
1818 CLS : PRINT TAB {3;"Turn “;turn
102@ PRINT : PRINT TAB 12;"Player "juser;* :-":
PRINT : IF user=1 THEN PRINT PAPER 7; INK 2;t$
-.‘H- I:I;n$
18253 IF user=2 THEN PRINT PAPER 5; INK Q;us$;"
ﬂ-;uli
1838 PRINT : PRINT TAB 4;"Ruler of ";: GO SUB 14
a8: PRINT numpla;" planets.®

1833 PRINT TAB 13;: FOR a=1 T0 9: IF s{a,b)=user
THEN PRINT CHR$ s{a,7);

()¢
L

1836 NEXT a
1837 PRINT °
1048 PRINT *
1842 PRINT

1843 PRINT " Planets Ruled:- ": FOR a=1 T0 9: I

F s{a,b)=user THEN PRINT "Sol *;a,

1844 NEXT a: PRINT

1845 IF attack=1 THEN PRINT "Your opposing rule
r has attackedyour stronghold. However your fo
rces warded off the attack.”

180@ IF attack=2 THEN PRINT *Your opposing rule
r has attackedone of your planets and has inv-ad
ed succestully.®

1833 LET attack=8: INPUT "Press ENTER to continu
e."} LINE e$: RETURN

1438 REM #%- Fnd out how many planets player gov
Brns -4

1435 LET numpla=@: FOR a=1 TD 9: IF s(a,b)=user
THEN LET nuapla=nuepla+i

1450 NEXT a: RETURN

1588 REM ##- Main Menu -##
13085 CLS : FOR a=8 TO 21: PRINT AT a,@;_HR$ 1b4:

NEXT a: FOR a=1 TO 31: PRINT AT 21,a;CHR$ 144:
NEXT a: FOR a=2@ TO @ STEP -1: PRINT AT a,31;CHR
$ 164: NEXT a: FOR a=3@ TO | STEP -1: PRINT AT @
y2;CHR$ 164: NEXT a
131@ PRINT AT 1,12;"Main Menu"'AT 2,12;"--——----
152@ PRINT : PRINT "1. Readout on Planets.": PRI
NT : PRINT "2. Buy Ferantium 143.": PRINT : PRIN
T "3. War Manueveres.": PRINT : PRINT "4. Diplonm
acy.": PRINT : PRINT *35. Readout of general info
"t PRINT : PRINT "6. Surrender.": PRINT : PRINT

*7. Alter Taxes."”

1521 PRINT ""8. Save Game."

1323 INPUT "Enter nusber:-";menusel: [F menusel(
i OR menusel’8 THEN BEEP .5,-25: 60 TO 1525
153@ RETURN
2080 REM #¥- Readout Planets -##

2085 CLS : PRINT TAB 7;"Readout on.Planets”‘TAB

7;: FOR a=1 TO 18: PRINT CHR$ 142;: NEXT a
2810 FOR a=1 70 9
2811 IF user{)sla,b) AND a{>7 THEN NEXT a
2012 IF a=9 AND user{>sta,6) THEN 60 TO 2825
2010 PRINT : PRINT TAB 14;"So0l ";a;TRB 14;"=====
"t PRINT "Population:®;s{a,l): PRINT "Surtace ar
ea:"js{a,2): PRINT "Max Population:™;s(a,2)#23.5
+ PRINT "F.143 Rating:";s(a,3)#18@;"1": PRINT *N
avy Deployment:";s(a,4)%108;"%": PRINT "F.143 in

Has "jpluser,a);" "

COMPUTER GAMER JULY 1985




stock:";s(a,d):" 715.°
2016 PRINT "People working on F.143:°;INT (sia,l
J#sia,f))
2817 PRINT “Mavy Ships guarding planet:";INT (pf
user,l) #p{user,2) #p{user,J) #s{a,4))
20820 IF a<>9 THEN [INPUT "Press ENTER for next p
lanet."; LINE e$: NEXT a
2025 INPUT "Do you want to see this again?"; LNE
e$: IF e¥="" THEN 60 TO 2825
2026 IF e$(1)="y" DR e$(1)="Y" THEN 60 TO 2202
2038 RETURN
2308 REM #¥- BUY F.143 -##
2318 CLS : PRINT TAP 5;"Buying Ferantius 143.°'T
&B 5;“:::::::::::::::::::::'
23153 PRINT "Planets currently under your  rule
1= "t FOR a=! TO 9: IF s{a,é)=user THEN PRINT
sanl iRy
2317 NEXT a: PRINT ° '
2318 PRINT "1t you wish to return to the  main
senu without buying F.143, type -1 in when aske
d how many ts of it you wish to buy.”
2319 PRINT "Yau have *;pfuser,5);CHR$ 144
2328 INPUT "Which planet do you wis to buy the F
143 trom?";planet
2321 IF planet{@ OR planet)>? THEN BEEP .1,-15:
BEEP .4,-1@: GO TO 2520
2323 IF siplanet,b){(}user THEN FRINT "You do n
ot rule that planet, so you cannot buy F.143 fro
e thes.": BEEP ,25,-3@: BEEP .23,-23: 60 TD 2528
233@ PRINT "Sol "jplanet;® has "js(planet,3);" t
s of F.143 in store.”
2335 LET price=3@+(le+1@-si{planet,dl)/4e+]
2337 PRINT "The Flanetary Supplier wants  ";:
LET price=INT price: PRINT price;CHR$ 144;" a ts

2048 INPUT "How many ts of F.143 do vou wishto b
uy?";tsbuy: IF tsbuy’s(planet,3} THEN PRINT "Th
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ey do not have that much in  stock. Try again.”
: BEEP .J,-1@: BEEP .2,-15: 60 TD 2544

2941 IF tsbuy=-1 THEN LET menusel=1: RETURN
2342 PRINT *You are buying ";tsbuy;*ts of F.143

¥
2345 INFUT "What price per ts are you going to p
ay?';offer: IF pluser,3){tsbuy*affer THEN PRINT
“You do not have enough money to buy that much.
"1 BEEP :1,~3¢ BEEP .4,~1W¢ &0 TO 2098
2546 PRINT "at ";offer;CHRS 144;" a ts.”: lF oftf
er{price#.8 THEN PRINT "The Planetary Supplier
of F.143 will not seil it at that price.": FOR a
=@ T0 -1@ STEP -1: BEEP .@14,a-3: BEEP .816,a: B
EEF .@16,a+3: NEXT a: GO TO 254@
2558 PRINT "The Planetary Supplier of F.143 agre
es. You have ought ";tsbuy;® ts of F.143.°
295% LET pluser,3)=pluser,a)-offerttshuy: LET pl
user,!)=pfuser,1)+tshuy: LET siplanet,d)=s{plane
t, o) -tsbuy
2368 G0 SUB 9999: RETURN
5008 REM ##- War Manoeuvres -##
3883 CLS : PRINT TAB 9;"War Manoeuvres" 'TAB §;°-

3818 PRINT : PRINT "1. Spy on next planet.": PRI
NT : PRINT "2. Alter Navy Posting.": PRINT : PRI
NT "3. Attack Next Planet.": PRINT : FRINT "4, A
11 out attack.": PRINI

3813 PRINT "53. Return to sain menu.": PRINT

3028 INPUT “"Enter choice:- "jwarsel: [F warsel(l
OR warsel»> THEN BEEP .2,-21: BEEP .3,-28: G0
70 30828

3822 IF warsel=3 THEN LET menusel=1: RETURN
3825 GO SUR warsel#1@@+3008: PRINT “'TAB 4;"Mano

euvres Completed.”: BEEP .3,23: RETURN
3108 REM ##- Spy On Next Planet -##

3181 PRINT "This spying mission will ost

you

14 LET cost=INT (RND#le+6)+l: PRINT cost;CHR¥ 14
4: LET pfluser,3)=piuser,d}-cost
3183 IF user=2 THEN &0 TO 313

95)

3118 LET pla=2




T

3112 IF sipla,6)<>2 THEN LET pla=pla+i: 60 TQ 3
112

3115 PRINT "The next planet out from the
dary is Sol ";pla

3116 LET ships=INT (p{3-user,3)#p(3-user,2)*pid-
user,l)#sipla,d})

3120 PRINT "There are roughly “;INT (ships#({RND
#,.2)+.9));" posted around 1t."

3148 RETURN

3158 LET pla=9

3155 IF sipla,bi¢>! THEN LET pla=pla-1: 60 TO 3
135

3168 PRINT "Sol “"jpla;” is the next planet in to
w-ards the sun from the boundary.”

3162 LET ship=INT (p{3-user,3)#pi3-user,2)#p(I-u
ser,1)#sipla,d)!

3165 PRINT "Posted around that planet are  appr
oximately ";INT (ship#{(RND%.2)+.9));" ships.”
3188 RETURN

3208 REM ##- Alter Navy Fostings -##

3281 LET perclett=1080

3285 FOR a=1 T0 9: IF s{a,b)<>user THEN &0 T0 3
290

32.7 IF percleft=@ THEN GO TO 3290

3215 PRINT "The old percentage posted aroundSel
“sa;” was ";cfla,d)#108@;"%.": INPUT “What percent
age of your total fleet do you want posted aro
und Sol ";al;* (@-";(percleft);”)";percent

3228 IF percentpercleft OR percent{(B THEN PRIN
T "Incorrect. Re-Enter.": 6 TO 3213

3223 LET sla,4)=percent/10@: LET percleft=percle
ft-percent

3230 FRINT "There are now ";INT (p{user,l)#pluse
r,21#s{a,4));" posted around Sol “;a

3298 NEXT a

3295 60 SUB 93999: RETURN

3380 REM #¥- Attack Next Planet -##

3385 IF user=1 THEN LET pla=2: LET add=l

331@ IF user=2 THEN LET pla=B8: LET add=-l

3315 IF sipla,b)<duser THEN PRINT "The Next Fla
net is Seol ";pla: B0 TO 3322

3328 LET pla=platadd: 60 T0 3315

3322 IF INT (sipla-add,4)#pluser,3)#pluser,2}#pi
user,1))=@ THEN PRINT *You have no ships on you

Ok

boun

i

@ -+

= -4

Ej? _

-+ J:;é
foc
: i g
LA ” |
5 ——t

F_planettu invade with.": 60 SUB 9998: LET menus
el=1: RETURN

3329 PRINT “The cost of this battle is "j: LET c
ost=INT (RND#letb)}+l: PRINT cost;CHR$ 144: LET p
(user ,9}=p (user ,5)-cost

3330 PRINT "Battle Comsmences.’

3331 FOR a=1 TO RND#4@: BEEP RND/2@,RND*18+28: N
EXT a

3335 LET yatstr=INT (s(pla-add,4)#p{user,3)#*p(us
er,2)#pluser,1)]

3340 LET hatstr=INT (sipla,4)*p(3-user,3)*p(3-us
er,2)+pid-user,l))

3342 LET fnua=svatstr/(hatstr+.0@8@1): LET range=
tnuatl: LET pick=RND#range

3345 IF pick(=fnum THEN LET win=1: GO SUB 35@0:
CLS : LET sipla,4)=B: PRINT "Your forces have t
aken the plan-et": "FOR a=1 TO 1@: BEEP .B33,a-%:
BEEP .@33,a: BEEP .833,a+1@: NEXT a: LET sipla-
add ii-aiplo add,l1}*(RND¥.1+,85): LET sipia,i!=s
(pla,l)#(RND#.2+.4): LET s(pla,b)=user: LT attac
k=2: BEEP .2,25: BEEP .2,28: BEEP .25,30: 60 SUB
9999: RETURN

3350 LET win=0: 60 SUB 55@8: CLS : PRINT “The de
fending navy stopped your invasion.”: FOR a=1@ T

0 1 STEP -1: BEEP .@3,a+5: BEEP .03,a: BEEP .03,
a-18: NEXT a: LET s{pla-add,l)=s{pla-add,l)*(RND
#,85+.85): LET sipla,l}=s{pla,l)*{RND¥.1+.8): LE

T attack=1: BEEP .2,-25: BEEP .2,-20: BEEP .23,-

38: 60 SUB 9999: RETURN

3400 REM #x- All out attack -##

3485 INPUT “Enter your code number:- °; LINE p$

34084 IF (user=1 AND p¥=c$) OR (user=Z AND p¥=d$)
THEN PRINT "Correct code.": BEEP .1,8: &0 TO 3

411

3418 PRINT “Incorrect Code number.®: FOR a=1 TO
{@: BEEP .1,-18: PAUSE 5: NEXT a: 60 SUB 999%: L

ET menusel=1: RETURN

3411 LET yatstr=INT (p(user,3)#pluser,)#*pluser,
1)): IF yatstr=8 THEN PRINT "You have no ships
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in your whole fleet to attack with.": 60 SUB 999
9: LET menusel=1: RETURN

3412 PRINT TAB 8;"ALL OUT ATTACK:B0''": BEEP .25
y I BEEP .20,5¢ BEEP 25,18

3415 PRINT "This attack will cost ";: LET cost=I
NT (RND#4,3e+6)+1: PRINT cost;CHR$ 144: LET plus
er,2)=pluser,3)-cost

J420 LET hatstr=INT (p{(3-user,3)#p(3-user,2)#p(3
-user,1}): LET tnum=yatstr/(hatstr+,220080801)
J438 LET range=fnumti: LET pick=RND#range: IF pi
Ckifnum THEN LET win=1; G0 SUB 55@@: CLS : PRIN
T "You have succesfully invaded  your opponent
s territory, well done''''™: 60 SUB 9999: 60 70O
Fe+3

5433 LET win=@: GO SUB 55@@: CLS : PRINT "There
were heavycasualties on both sides. The opposi
ng forcesmanaged to beat off your attack though.
"t FOR a=28 10 -20 STEP -2: BEEP .l,a-5: BEEP .1
ya: BEEP ,1,a+9: NAT a

2448 LET num=INT (RND#9)+1: FOR a=1 TO num: LET
pla=INT (RND¥9)+1: LET s(pla,l)=s(pla,!)*(RND#,5
+.9): LET sipla,3)=s{pla,5) #RND+.5: LET sipla,B)
=sipla,B)#1+(RND#s{pla,B)): NEXT a

3445 LET attack=1

2458 60 SUB 9999: RETURN

3300 REM ##- DIPLOMACY -#+

5202 CLS

3305 PRINT TAB 12;"Diplomacy” 'TAB 12;"---=-=--- ;

3518 PRINT : PRINT *1. Try to force your oppoent
tosurrender.®: PRINT : PRINT "2, Try to form an
alliance.”: PRINT

5312 PRINT "3, Return to main menu.”: PRINT

3315 INPUT “Enter cheice:-";dipsel: LET dipsel=l

NT (dipsel+.5): IF dipeel{1 OR dipsel>3 THEN BE

EP .3,-48: BEEP .3,-35: 60 TO 3515

3317 IF dipsel=3 THEN LET menusel=1: RETURN
5328 G0 5UB (dipsel-1)#2@@+360@: G0 SUB 9999: RE
TURN

3688 REM ##- FORCE OPPONENT TO SURRENDER -##
5603 PRINT *Your diplomacy groups fee for this
15 "3¢ LET fee=INT (RND#10@8@)+1: PRINT fee;" " 7°
: LET pfuser,3)=pluser,5)-fee

3618 PRINT * Player ";3-user;":-"

3613 IF user=1 THEN PRINT u$;" ";of

3617 IF user=2 THEN PRINT t$;" ";n$

5628 DIM e${l): PRINT "Ruler of ";: GO SUB 1458:
PRINT 9-numpla;" planets. VYour opponent is won
dering wether you wish to surrender or not.": IN

PUT "Do you wish to?"; LINE e$: IF e$(i)="y" OR
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SPICTRUN 18K

ef(l)="Y" THEN &0 TO 9000

3623 PRINT "Flayer "33-user;" does not wish to s

urrender.*: RETURN

3800 REM- #x- FORM AN ALLIANCE -##

3803 PRINT *"The diplomacy groups fee for doi-ng

this job 15 "j: LET fee=INT (RND#le+3)+1: PRINT

tee;CHR$ 144: LET pluser,5)=pluser,5)-fee

3810 PRINT * Playr ";3-user;":-"

3815 IF user=1 THEN PHRINT u$;* ";of

5817 IF user=2 THEN PRINT t§;" "3;n$

3828 DIM e$¢1): PRINT "Ruler of ";: 60 SUB 1438:

PRINT 9-nuapla;” planets.” "Your opponent wishe

s to form an alliance with you.": INFUT *Do you

agree?"; LINE e$: IF e$(1)="y" (R e¥{])="Y" THEN
GO SUE S@ee

38235 PRINT "Player "“;3-user;" does not wish to f

orm an alliance.”

3838 RETURN

4088 REM #x- READ OUT -##

4882 CLS

4804 PRINT "Read Out on General Information.” :

FOR a=1 TO 32: PRINT CHR$ 144;: NEXT a

4205 PRINT '" Player ";user

481@ IF user=1 THEN PRINT t$;" ";n¥

4815 IF user=2 THEN PRINT u#;" “;of

4828 PRINT " Ruler of ";: 60 SUB 1438: PRINT nue

pia;" planets.”

4825 PRINT "TAX on population="jpluser,4)#108;"%

4838 PRINT "PEOPLE under your rule=";
4851 GO SUB 4958

4833 PRINT pop

4854 PRINT "Ships in Navy:";INT (pluser,!)#p(use
ryZ}#pluser,3))

4835 PRINT "F.143 in stock=";pluser,i);* ts.”
4848 PRINT °F.143 used=";plaoser,2) #10@;"i"

4045 PRINT "F.14J used in navy=";pluser,))#piluse
r,2 #100; %"

4058 PRINT "Percent of total F.143 used fer civi
lian needs=";{1-piuser,3))#(user,2)#108;"{"

f e)




4855 PRINT "MONEY owned=":pluser,5):CHR$ 144

4862 PRINT "Planets owned:-*

4065 FOR a=1 T0 9

4870 IF s{a,b)=user THEN PRINT "Sol *:a,

4988 NEXT a

4892 GO 5UB 9999

4138 RETURN

4580 REM #x- SURRENDER -#+

4395 DIM e$(1): INPUT "Are you sure you wish to

surren-der?"; LINE e$: IF e$(1)<{:"y" AND e$(1){)
“Y" THEN LET menusel=1: RETURN

4318 CLS : PRINT * Player ";3-user’

4528 1F user=1 THEN PRINT u$;" ";of

4323 IF user=2 THEN PRINT t$;" ";n$

4538 PRINT " Your opponent has decided tpo

etully surrender all his
aUB 9999: 60 70 9000

4938 REM #x*- WORK OUT TOTAL AMOUNT OF PEOPLE -##

4951 LET pop=@: FOR a=1 T0 9: IF s{a,b)=user THE

N LET pop=poptsia,l)

4952 NEXT a: RETURN

o480 REM #x- ALTER TAXES -#+

o8z CLS

o003 PRINT TRB 14;"Taxes" 'TAB 14;"====="

J0@5 PRINT " The general tax on the populat-ien
is at the mosent ";pfluser,4)#100;"1"

2818 INPUT "Enter new value of tax:-"jtax: LET p
(user ,4)=tax/100

2813 PRINT "New value of tax is "jtax;"%"

od28 G0 SUB 9999: RETURN :

2088 REM ##- Space Battles -##

ool BORDER 1: PAPER 13 INK 7: CLS

2302 FOR a=1 TO RND#4@: PLOT RND#235,RND#175: NE
T .a

9003 LET curve=RND*PI/2: LET start=INT (RND*58)+
288: FOR a=start TO 255 STEP 23 PLOT a,173: DRAW
299-a,-235+a,curve: NEXT a

3086 PRINT AT 1@,@; INK S;CHR$ 132; INK 6;CHR$ 1

53" INK 3;CHR$ 154; INK 6;CHR$ 155; INK 7;CHRS$ |

a6" INK 3;CHR$ 157; INK 6;CHR$ 158: PRINT AT 1@,

29; INK &6;" ";CHR$ 145; INK 2;CHR$ 144;AT 11,29;
INK 63" “;CHR$ 147;CHR$ 148;AT 12,29;CHR$ 149;C

HR$ 158; INK 5;CHR$ 151: IF fnum>12.5 THEN LET

tnue=12.5

96

peac
weapons to you.": GO

J287 LET xwings=INT (fnum+.5)#7+1: DIM x{xwings,
2): FOR a=1 TO xwings: LET x{a,l)=INT (RND#22):
LET x(a,2)=INT (RND#4)+4: PRINT AT x(a,1),x(a,2!
;CHR$ 159: NEXT a

5988 DIM v(7,2): FOR a=1 T0 7: LET v(a,1)=INT (R
ND*22): LET via,2)=INT (RND#4)+24: PRINT AT v({a,
1),via,2); INK 6;CHR$ 146@: NEXT a

3389 FOR a=! TO INT (RND#9): LET alp=INT (RND#9)
+1: PRINT AT INT (RND%22) ,INT {(RND#11)+1@: INK I

NT (RND+#B);CHR$ sfalp,7): NEXT a

3318 FOR g=8 TO RND#1@@: LET shipick=INT (RND#xw
ings)+i: LET xcord=(x{shipick,2)+1)#8: LET ycord

={22-%{shipick,1) ) #B-4: FLOT xcord,ycord: LET le

n=RND#1@@: DRAW len,®: G0 SUB 59@8: PLOT OVER I
sucord,ycord: DRAW OVER 1;len,@

9313 LET shipick=INT (RND#7)+is LET xcord=v(ship

ick,2)#8-1: LET ycord={22-v(shipick,1))#B-4: PLG

T xcord,ycord: LET len=-RND#1@8: DRAM len,@: GO

SUB 598@: PLOT OVER ljxcord,ycord: DRAW OVER 1
slen,@

9923 NEXT g

9930 60 SUB win®180@+5080: RETURN

39@@ REM #x- FIRE SOUND -+

3981 BEEP .@5,RND#2@+28: BEEF .@5,RND¥#2@+25: RET

URN

6820 REM ##- DEFENDER WINS -+

6085 PLOT 231,84: 60 SUB 598@: DRAW -231,8: OVER
1t PLOT 231,84: DRAW -231,@: OVER @: 6O SUB 79@

@: RETURN

6999 STOP

7000 REM ##- Attacker wins -##

7885 PLOT 24,84: 60 SUB 59@@: DRAW 231,8: OVER |
: PLOT 24,B4: DRAW 231,8: OVER @: GO SUB 79@0: R
ETURN

7982 REM ##- SHIP BLOW UP -##

7981 FOR c=1 TO RND#15: FOR b=1@ TO 12: PRINT AT
b,win¥29; PAPER INT (RND#8);"  “;: NEXT b: BEE

P RND+.Q5,RND#-2@-28: NEXT c: RETURN

8499 RETURN

0588 REM ##- TITLE -##

8582 60 SUB BbBE

8585 PAPER 1: BORDER 1: INK 7: BRIGHT i: CLS

8518 CIRCLE 127,68,58: PLOT 127,38: DRAW @,109,!
: PLOT 77,88: DRAW 18@,0,!

8515 PRINT TAB 7; FLASH 1;"SPACE BATTLE 2@91"
8528 CIRCLE 5@,158,20: PLOT 5@,13@: DRAW @,40,1:
PLOT 3@8,150: DRAW 48,8,!

8325 PRINT AT 1@,@; INK 5;CHR$ 152; INK 63CHR$ 1
33" INK 3;CHR$ 194; INK 6;CHR$ 155; INK 7;CHR$ |
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S6' INK 5;CHR$ 157; INK 6;CHR$ 158

8538 FOR a=1 TO RND#18: PRINT AT RND#21,RND#31;
OVER 1;CHR$ 159: MEXT a: FOR a=1 TO RND¥9: PRINT
AT RND21,RNDS31; INK 6; OVER L;CHRS 168: NEXT

d

B548 RETURN 1

8600 REM ##- Set-up graphics -##

8485 FOR a=USR "a" TO USR *u’+7: READ v: POKE a,

i NEXTa —~ .

8418 RETURN
9908 REM ##- UNIFIED SYSTEM :u}

9 K 7: BRIGHT @: CLS
Y1l LN 61 : PLOT @,83: DRAW 8,1@: REM
Sol

7815 PLOT 3,88: PLOT 5,88: PLOT 7,BB: INK 2: PLD
T 18,88: REM Inner Planets

9828 INK 6: PLOT 33,88: DRAW 1,1: DRAW 1,-1: DRA

W-1,~1: DRAW -1,1: REM Sol 3

9823 INK 7: FLOT 42,88: PLOT 63,BB: REM Sol &

9838 INK 4: PLOT 124,88: INK 3: PLOT 194,88: INK
@: PLOT 255,88: REM Outermost Planets

9935 INK &: PRINT AT 1,15;CHR$ 132;CHRS 143;CHR$
143;CHRS 136;AT 2,15;CHRS 143;CHRS 143;CHRS 143
jCHR$ 143;AT 3,15;CHR$ 143;CHRS 143;CHR$ 143;CHR

§ 143;AT 4,15;CHRS 129;CHRS 143;CHRS 1433CHRS 13

()

9840 INK 7: PAPER @: PRINT AT-1,;"The Sun ihe o

n "jAT 2,8;"same scale --->";AT 3,8;"as the plan

ets.”

9843 PRINT AT @,7; BRIGHT 1; INVERSE 1:"Plan of

501 Systea”

7838 PAPER 4: INK @: BRIBHT 1: PRINT AT 13,13"Yo

u have succesfully unified";AT 14,2:"the Sol sus

tes. Human civ-";AT 15,3;"ilisation can now prog

r-";AT 16,4;"ess and 5pread'intn t-";AT 17,4;"he

9835 LET oct=0

9860 BEEF .1,-14+oct: PAUSE 28: BEEP .1,-14+oct:
PAUSE 28: BEEP .1,-14+oct: PAUSE 2@: BEEP .125,
-1B+oct: PAUSE 4: BEEP .1,-11+oct: PAUSE 1@: BEE
P .1,-14+0ct: PAUSE 28: BEEP .125,-1B8+pct: PAUSE

4: BEEP .1,-1i+oct: PAUSE 1@: BEEP .1,-14+oct:
FAUSE 5@

Y865 LET oct=INT (RND#21)-18: GO 70 9068
999@ CLS : PRINT TAB 12;"Save Game."'TAB 12;"---

9991 PRINT *"""File name:-"3: LET f$="Turn *+STR
$ turn: PRINT f$: SAVE t$ LINE 9993: PRINT "Preg
ram saved, rewind tape for verification. If it
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does not verity then type GU TO ??ql ik HEEP ﬁ;,:
.5,-25: VERIFY "’ %ﬁr'
9992 PRINT "Frogras Verified. Lo you wish tocont §
inue this game?": INPUT “(Y=yes/N=no!"; LINE ri-zi=?

IF r¥(1)="n" OR r$(1)="N" THEN RANDOMIZE USE 8 |
9993 LET menusel=1: RETURN El7
9998 REM #¥- ENTER proapt -+ fﬁﬁ;,
9999 INFUT FLASH 1;"Press ENTER to continue.®: |

LINE ef: BEEF .@0,RND#1@: BEEP HS RHHEIH EETUH .
N .




Square, London W1.

A.S.P. Ltd., (P.H.)

CLASSIFIED DEPT. (CG) A.S. p,, Ltd., 1 Golden

CLASSIFIED RATES — 40p privat2 perword. Semi
display £9 per single column centimetre. Series
rates on application. Please note: that all classified
advertisements under £20 must be prepaid. All
cheques or postal orders to be made payable to

Telephone Dave 01-437-0699
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ATARI

400/600/800 XL/XE SOFTWARE
We have an all round selection of
disks, cassettes and cartrigges
FOR HIRE. Apply now and hire
yvour first 4 games free. Waeall over
BO0 different original titles. For
full details send stamped
addressed envelope or telephone
avenings 7pm-10pm or week-
ends.
LOW ATARI PRICES
800 XL Computers E£94.95
[(P&P £2.95)
1050 Disk Drives E174.95
(P&F £2.95)
Save £10.00 when you purchase both
Memores disks, boxes of 10 single
density disks £16.50, double density
disks E18.00, Antic and Analog
magazines available
Six subscriptions £18.00

Games & Software Club,
Dept CG, 35 Tilbury Road,
Thorney Close, Sunderland,
SR3 4PB. Tel: 0783 286351.

—— WIN A COLOUR T.V.—

Spectrum - Oric - Atmos - QL
Software Library
Free membearship. Frae aniry 10 draw.
SAE for detalls 1o Hire Soft, (Deplt CG),
113 Broomfield Rd., Marsh, Hudders-
fleld, Yorks. (State micra)

JOKES

FREE

Britain's Ma: 1 Joke
Catalogue packed
with over 500 practical jokes lmm Sp
Stink bombs, Whoopee cushion, wob-
bly lager glass, laxative lea bags,
smoke bombs, willie sugar, cigaretie
bangers, joke blood, sick, mess, soap
sweats, wel jokes, exploding jokes,
mag e tricks, party fun kits, masks,
rmake-up, sea monkays, girl sirip pens,
adull party packs, saucy nowvallies,
naughty presents, posters, badgers,
thia complate Joke Shop by Post.
Sand 13p stamp with your mame and
address for bumper colour Catalogue
and Free GITt 1o

MATCHRITE, THE FUMNY BUSINESS

(Dept C.G.) 167 WINCHESER ROAD,

BRISTOL BS4 INJ.

LIBRARIES

BBC / ELECTRON / DRAGON
software
500, tapes
for details. E. Tucker, 58 Blenheim
Walk, Corby, Northants.

ibrary. Membership
1 (+30p P&P). Stamp

Ti88/4A BASIC
Saven gamaes on lwo lapss one price
Bagbounder Food of the Gods, 30 Maza
Hunt, Eat-Up, Laundry Man, Lower and
Higher and Rabound Sector E8.86 50%
profits for Ethiopia. PAFP Frea. Send
Chaugques/POs to
KABEE SOFTWARE, T3 Thomes Park,
Rasirick, Brighouss, W. Yorks HD& 3DA,

PUT YOUR
SALES
FIGURES
INTO ORBIT!
TO
ADVERTISE
PHONE DAVE
ON
01-437 0699

e -—I

COMPUTER GAMER
CLASSIFIED ORDER FORM

A.S.P. LTD)

Phone No..

SEND TO: 1 GOLDEN SQUARE, LONDON W.1.6L20 7AR.

88

=

fick,2141)#8: LET yct

For Comm 64. 16 - VIC 20 -
SPECTRUM : AMSTRAD :

DRAGON : ATARI 400/800/

1200 : MSX : BBC

ELECTRON SAE FOR
PRICE LIST

{state which micra)

ARCADE SOFTWARE
202/3 Shopping Hall, East
Ham, London E6. or phone
01-471 5900 FOR A PRICE

ATARI
FREE GAMES

Yas just send large SAE 1or our |latest

list and you will receive a space shoal-

up FREE on tape, disc owners send
blank disc Mail Ordar only

STOCKSOFT
15 Woodbrook RHoad,

Please place my advert in CG for.
commencing as soon as p:}ssmle | am enclﬂslng

my cheque/P.O. for £. .

Signature..............

Birmingham B30 10E.

. iIs5ues

. (made payable to

Address................

8 B

P 11@
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-

FROM

~Oron oo e

“— | THE ULTIMATE GRAPHICS PACKAGE .. FOR THE COMMODORE 64

-jl ABCDEFGHI JXLMNOP 12145673 DATA
] " 25%
. 129 .
u i 129
i L%3
T P * 133 |
L
HP HIVE i 255
b G - vy
RIGHT YIEW 3P
13 DISFLAY IHNFPLIT
FLIP ?I.HHE -
MILTE BEALL m
T FLIP HACKA STOR ILL
GRID ERAS DOWM REV um:ril EII'H-SE Ft’it[
ALN 2> CALL DLIST
0AD CELEAR HLIST
AUE PULL EXLT
uutmm_| AT 2.C
GYROM ART STAR XEYBOARD MODE
P. ITEEDITOR - CHARACTER EDI R
S— { ] Y ; e | —. 4 -

HI-RES MULTI COLOUR gL S . moE
I PAINTBOX . -

¥ 1005 M;lchine Code. #* . Save Sprites, Characters or Hi-Res Screen for uselin—
# Full Sprite Creator land Editor with 64 your own Programs.
Sequence Sprite Annimation. _ # Load Previously Saved Screens for Alteration.
# Full Character Creator and Editor. % Full Sereen Canvas.
#* (Hi-Res Multi-Colour Paint Box lincluding: %* | Full 16 Colour Palette
Block Move * Verticle and Horizontal #* | Full Documented & lllustrated Instructioh
adjustment, ¥ Rapid Fill # Circle etc. Manual.
* Keyboard, Joystick or Light Pen Opperation. * )
* Menu Driven g s e it S, S i, g g, e, g gy s
_ r—SEnd to Gyron Software Ltd. P.O. Box 194, Manor Park, I _
@ _ | London. E12 8QL | Please supply Copy/Copies of ARTSTAR on |
| v : Cassette @ £15.95 |:| DDisk @ £17.95 Please tick box. |
| Lﬂ r - 1 - | | enclose cheque/P.O. for €. eeeens payable to Gyron Software Ltd. I
V 143 \"j ,-// AT T | Name i, il SR VR, s i s 5
N \ Dol e ]
b f L | BT e e e e e e I

I
P.O. Box 194 Mangr Park, Landon E12 60L e O R TS L 0 1 Post Code......... |
I

Sold according to the Gyron Softvare terms of trading
copies of whieh arp available on request. Olders Foturfed Bl Tird cia podf. Podt & Feckaging $AEE]
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THE INTRODUCTORY SCREEN

SCREENL - N SRR AT ACORN ELECTRON VERSION

- [y R e TR ,1:'-:_?. b _

.95 cassette/£11.95 disc
Your mission is to retrieve all the diamonds from a series of underground caves; some of the
diamonds are easy to collect but many are located in cleverly-constructed traps of falling
rocks and boulders. Other diamonds lie nearby giant eggs which hatch into ferocious
reptiles. You are aided by maps to guide your way through the 12 increasingly difficult
levels, Each level features 4-way screen-scrolling over an area of 16 times the size of the
screen — an enormous challenge by any standards! A fascinating strategic game with an
ingenious "password” feature which enables you to skip screens which you have already
completed once. Our best game yetl

ACORN |
ELECTRON

e, ®
efltm When all 12 levels of Repton have been completed in succession,
a congratulatory message is displayed on the screen, The first person to send usa
photograph of this screen will win £400. Closing Date: 30th September, 1985.

WE PAY UP TO 20% ROYALTIES FOR HIGH QUAUTY BBC MICRO AND ELECTRON PROGRAMS.

SUPERIOR SOFTWARE LTD.
Dept. MU/, Regent House,

Skinner Lane, Leeds /.

OUR GUARANTEE

(1] A&l our soffwane s despatched within 48 hours
by frst-closs post

(2] Inihe unlikedy event that any af our soffwane
foils o kood, return wour cossafte ko us anc we
will immediately send a replacameant




